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There are more than 900 feams from 21 divisions and 23 leagues playing for 6 different Cups on World Tour Soccer 2005. 
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You'll never have to’go to a pub at 5 a.m. to see yours play again. 
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USE THE NEW “MATCH-UP STICK” TO 
SEE WHO'S AMPED-UP, WHO'S RATTLED, 
AND WHO'S ABOUT TO GET SCHOOLED. 


LEAD YOUR SQUAD TO GLORY ONLINE WITH 
PLAYSTATION.2 OR XBOXLIVE”” VICTORY PARTIES ARE 
TWICE AS SWEET AT SOMEBODY ELSE’S HOUSE. 


USS 05 


FEEL THE HOME CROWD GET INTO THE GAME 
WITH THE NEW “STADIUM PULSE’ FANS 
TAKE THE OFFENSIVE WHILE YOU'RE PLAYING D. 


WITH THE NEW “AGILE RUNNING 
SYSTEM, YOU'LL LEAVE OPPONENTS STANDING 
“IN THEIR TANGLED JOCKS. 


It’s in the game* 


4, 


E3, PSP, GTA... it’s been 
one helluva month! 


f you're a hardcore videogame addict 

like me, you know how tough it can be 

to get through the first few months of a 

year. After a glut of games are released 

for the Holiday buying season, we're 
always left in suck-ville for the first half of the 
new year. Dry, boring suck-ville. 

May’s annual E3 expo marks that turning 
point where things get good again, and get 
good fast. This year’s show left my head 
spinning with the wallet-busting amount of 





HOBBIES: Toys, comics, anime 





















CHRIS SLATE 
Editor-In-Chief 


LIKES: Action/adventure 
games, platformers, 
arcade racers, 

The Ultimates 


HOBBIES: Comics, hoops, 
DVDs, movies, anime, 
drawing, iPod 


What was it like 
playing PSP? 

It was like a breezy 
summer walk through 
lollipop forest... like eating 
all 31 flavors at once... like 
a first kiss and winning the 
lottery rolled into one... 
It was okay. 


great games on display, not to mention the 
heavilyanticipated coming-out party for 
Sony's first handheld (check page 10!). 

But perhaps the biggest story wasn’t 
on the show floor at all, but in a top-secret 
meeting room upstairs. Grand Theft Auto: San 
Andreas is truly astonishing, and as the only 
folks who have seen it in action, we can’t wait 
to tell you about it (that’s your cue to flip to 
page 54). So long suck-ville, it’s time for this 
gamer to get busy again. — CHRIS SLATE 


| RANDY NELSON ERIC BRATCHER Kaiser Hwang 
EXECUTIVE EDITOR SENIOR EDITOR ASSOCIATE EDITOR 
LIKES: Action, shooters, racers LIKES: RPGs, Weird Imports LIKES: FPSs, Franz Ferdinand 


HOBBIES: Taming my yard HOBBIES: Loving my ex-cat 





What was it like What was it like What was it like 
Ever wonder playing PSP? playing PSP? playing PSP? 
what a crack | It’s great. | mean it was great. I had some trouble squeezing It was like watching game 
team of ; I mean... Sony didn’t count into the costume, but the role demos on a small, hand-held 
Fi Mei them after E3, did they? really expanded my horizons. screen with controls around it. 
videogame - . 
Journalists | BILL DONOHUE DAN FITZPATRICK GARY LIEW 
looks like? MANAGING EDITOR ART DIRECTOR ASSOCIATE ART DIRECTOR 
7 
AW, c mon LIKES: polish-pope.com LIKES: Playing keyboards LIKES: The future! 
folks, just work HOBBIES: Selling CDs! | HOBBIES: New Wave dancing HOBBIES: Breathing 
with us a 
little, here... What was it like What was it like What was it like 
playing PSP? playing PSP? playing PSP? 
It was okay until the “dancer” The first eight bars are okay, lam not playing with 
said I’d won and that | owed but the chorus really leaves knowledge of the future! 





her a bunch of money... 





something to be desired. Especially for next Friday... 


fter seeing Grand Theft Auto: San Andreas in action, now we know what love at first 
0 N TH E C OVE I sight is like. We spent a couple hours in a room alone with it, and, luckily for you guys, 
we're exactly the type to kiss and tell. We dish all the dirty details on page 54! 
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Forget Medals. 
Forget Honor. 
Just Survive. 


It's 1967. You've been drafted to fight in the 
most controversial conflict of modern times. 
Prepare to experience the fear, chaos and 
atrocities of the Vietnam War. From napalm 
bombardments to deadly VC booby traps, 
can you survive your first tour of duty? 











Unnerving realism. A graphically 


| 
harrowing depiction of the terror of war. 





Powered by Guerrilla's 
groundbreaking technology. 


“We've never seen a more ShellShockGame com 
realistic war game.” - PSM ; 
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Intense Violence 


Sexual Themes Dt 
Strong Language . a 
“I Use of Drugs a PlayStatione2 Tale 
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tooo Eidos, Developed by Guerrilla Games BV. Published by Eidos, Inc. SheliShock, ShellShock: Nam '67, the ShellShock logo, Eidos and the Eidos logo are trademarks af the Eidos Group of Companies. Guerrilla Games and the Guerrilla Games logo are trademarks of 
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FEATURED 
PREVIEWS 








GOLDENEYE: ROGUE AGENT , fh 
“Dude, if you don’t let that guy go, then 
how am | supposed to shoot you?” 


je’ve seen the year’s biggest << THERE’S ALMOST AS 


game in action, and believe 
us — Grand Theft Auto: San MUCH DIVERSITY IN SAN 





andreas blows Vice City away! ANDREAS AS IN REALITY >> “Um, guy? You've been holding my hand for 
five minutes and | don’t even know you..’ 





Y METAL GEAR SOLID 3 “ie 


“That’s right, just keep following the smell 
of my delicious cheese farts..” 


READ WORDS 
TYPED BY HANDS 
THAT HELD THE PSP! 


Our full hands-on, eyes-on and 
ears-on account starts on page 10! 


mt, 


FINAL FANTASY 


An adventure of epic proportions 
hits the PS2... and you are there! 





DEVIL MAY CRY 3% 
“Seriously, somebody help — these triggers 
have been stuck for three straight days!” 
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~ Your inside’ look at this month’s 
hot topics, gear, and games 





CONTENTS — 






PR EVIEWS 


Your first look at the hottest - 
new PlayStation 2 games 


<< THE SCREEN IS SO 
SHARP, IT’S LIKE PLAYING A GAME 


ON A MINI HDTV >> pa. 10 





Turn in your hat, 
Orville. We're gonna 
be sending you 
down to the minors... 


NCAA FOOTBALL 
#2005 


The best football game ever is back, and chock 
full of all kinds of strategy, thrills, and extras, like 
those wacky football-playing oranges... what??? 
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NOWHERE YOU CAN’T GO. 
NOTHING YOU CAN'T DO. 
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Take. New. York for a-spin: 


Wwww.activision.com/spider-man 
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with breathtaking new moves — with anything. 
elute) clanteralavel ee) eleicy Ce 


Do anything Spider-Man® can Go anywhere and interact 






py 
8) 
é Bt 











ho 


Pick your own path: battle — Swing through:a living, highly Web swing for the first time 


or clash with classic villains. the entire city. - 







(Bislep Ole eaelfisjrtsinpsicintelsienicys: — (clsireli(sie) \Veiplsclarclan from street to rooftop across : 
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EEN 
MARVEL “seiner wan Sinronpe 


NINTENDO 
GAMECUBE. 
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PSP’s E3 debut was everything we expected it fo 


be and more. We give you EVERYTHING you need 
to know about this incredible new system! 


=a GEA rat 
\ fea 


| | e’ve seen the More than that, we got our hands on 









& 
\ | } future of portable this 100% hot piece of hardware at 
/ gaming. We’ve E3 and were knocked on our asses 
my =6seen the future of by the amazing lineup of games that 
| W portable music. are on the way for it. Metal Gear, Gran 
We've seen the future of portable Turismo, Twisted Metal... all of the 
movies. We've seen PSP. CONTINUED ON PAGE 12 
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<< WE WERE KNOCKED ON OUR ASSES BY 
THE AMAZING LINEUP OF GAMES >> 


Unlike the PS2, the PSP only has two shoulder | 
buttons. They're transparent plastic, and, at 
least on the prototype, don’t press in very far. 


The D-pad feels just } 
| like the one on the 
Dual Shock 2. On 
| the E3 prototype, it 
| was transparent. 


Stick and Wifi 
activity. The 
switch to turn 
Wifi on and off 
is located on this 
side, too. 


The single analog stick actually ” ; 
slides, rather than tilts. It’s ; 
metal and has a rough surface. 


HOME - 


VOL + 


The Home button takes you 
to PSP’s main menu. Volume 
buttons are used instead of a 
wheel or slider. 


The disc door pops open just 
enough to insert the UMD. The 
shiny circle is just for looks — 

you can’t see the disc spinning. | 


PSP’S BATTERY 


PSP is definitely amazing. But after 
the awe of seeing the system wore off, 
nearly everyone we spoke with at E3 
had one question: just how long will its 
__ battery last? We spoke with one PSP 

_ developer to get the inside scoop, and 
here’s what we learned. 

The PSP’s drive motor, which spins 

the UMD disc, runs at different speeds. 








LIFE EXPLAINED 





When watching a movie, it’s always 


going full-bore, as is the CPU to decode 
the video and multi-channel sound. The 


result: PSP’s battery runs dry in about 
two-and-a-half hours. Playing music, 
there's less disc access, and less CPU 
strain, so eight to 10 hours is a good 
estimate — but what about games? 
Well, some games will use less CPU 


power and only load data every once 
_ in awhile. In that case, 10 hours of 


playtime is realistic. Other games, 
however, might constantly stream info 
off the UMD disc, shortening that time 





The prototype at 
E3 had clear face 
buttons, but, like 
these, the symbols 
on them weren’t 
color-coded like the 
Dual Shock 2’s. 


POWER Wf 


The Power and Hold 
_| switches are located 
here, on the side. 
Below them are the 
separate power and 
charging ports. 


Your standard Select and Start | 
buttons are right next to ones 
used to access PSP’s movie 

and music playback screens. 


This cover pops 
open, letting you 
insert Memory 
Stick Duos. 


MacicGarTe 











down to four hours. Then 
there’s the backlight and 
Wifi to consider. The wireless 
networking alone is a big 
battery drain. 

What's it all mean? How 
long your PSP battery lasts | 
will depend on the game 
you're playing. We can 
imagine a lot of confused 
gamers wondering why 
their PSP is only running 
for four hours with some _ Pietaes : 
games, and 10 with others... “ ™e &xternal battery pack exten 




















a 
PSP's run time. 
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CONTINUED FROM PAGE 10 

biggest PS2 series are coming to this 
atomic pocket system, along with a 
lot of other surprises and totally fresh, 
original games. 

It’s one thing to read about the 
hardware specs of the PSP, but it’s 
something totally different to actually 
get your hands on the thing. If you 
thought the design of PS2 was mini- 
malist and clunky, PSP is the exact 
opposite. It’s damn sexy. It feels 
great to hold. It even smells great 
(hey, we wanted to be as in-depth 
as possible!)... and the screen... oh, 
the screen... The only truly “playable” 
game on display at E3 was a very 
early version of Tales of Eternia from 
Namco, but it was a great showpiece 
for the PSP’s remarkably sharp 
screen. Specifically, the dialog boxes 
that popped up when talking to 
townspeople were so sharp, it was like 
playing a game on a mini-HDTV. 

Along with the system itself, Sony 
was showing off a load of add-ons, 
from an external battery pack to two 
types of neck straps for carrying the 
PSP, Flavor Flav-style. You can see all 


80211b wireless networking 
will definitely come as a standard 
feature; Sony’s done an about- 
face on this one. 





PSP discs and boxes have 
prominent icons on them to 
represent whether they contain a 
game, music, or movie. 





Beyond games, music, and 
movies, Sony envisions PSP 
owners being about to take their 
system to any wifi “hotspot” (like 
a Starbucks), plug in a mini USB 
keyboard, and access e-mail, the 
Web, etc. 





Different colored PSPs are out 
of the question for now, but we 
took a really close look at the 
prototypes on display, and it 
looks like the idea of removable 
faceplates (think cell phone) 
isn’t unfeasible. 
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of ‘em in the boxout to the right. 

So, the PSP really is all that and, 
yes, a bag of chips. Of course, there 
are quite a few unanswered questions. 
How much will it cost? How long will 
the battery last? Will it really come in 
all the cool colors on display at E3? 
Cost is still undetermined, but our 
sources at several game makers put it 
at $199 max, and most are pegging it 
at $149! As for the battery, check out 
the sidebar on the previous page for 
more on that. And sadly, despite the 
differently colored PSPs on display at 
E3, Sony HQ in Japan has gone on the 
record and announced that the system 
will only come in black. Well, at least 
only initially, we hope. 

Needless to say, next March can’t 
get here quick enough. 
¥ Chris gets his hands 


on the PSP. Security 
had to get them off. 
























Sony rolled out a load of PSP extras and add- 
ons, some of which are slated for launch. 


THE GEAR 


Camera add-on for in-game use, video 
chat, and simply snappin’ photos. 


The Special Edition Gran Turismo PSP 
(release undetermined) looked suh-weet! 


A Global Positioning System A Optical touch keyboard 
module. You know, sothe —_ and stylus — this thing 
government can track you... looked really sexy! 


A Stand for movie viewing 
and using PSP as a “mini- 
computer” at Starbucks. 













wap i 
A External battery pack; 
effectively doubles PSP’s 
battery life. 


A Neck strap with built-in 
headphones and movie/ 
music playback controls. 


4 Microphone? Barcode 
reader? Thermometer? 
Doodad from Star Trek? 


Our first look 
ak the underside 
of a UMD. The disc 


> The box for 
GT4 Mobile 
promises that 

it will look as 
good as the PS2 
version. It’s a 
bold claim, 

but possible. 


from the casing. 


4 Check out the 

way-cool disc art 

for Gran Turismo 
4 Mobile! 


We take a look at the PSP’s main competitors 


Game Boy Advance SP 
- WHAT IS IT? Only the best-selling console, portable or not, of all time. Think of itthe device 
that keeps Nintendo in the games race. { 
' THE GOOD: Small, durable, great battery life, tons of excellent software, cheap 
THE BAD: Dated graphics, limited number of buttons 
OUTLOOK: Due to its portable size, cheap price, and strong library, the GBA will be around for 


) quite some time. 








www.psmonline.com 


excited than 

ie PS2 was first 
ittle dynamo is 

has an incred- 


id go online 
k-up with 





PS2, which hasn't really been 
touched on yet) make it even 
more amazing. 

The only thing standing in 
the way of this being Sony’s next 
big thing is the big question of 
battery life. We know that we 
wouldn’t want to re-charge it 
every few hours, especially o 


This is 


Sony’s vision of the 
future. Get Teady for lots of 
People falling down steps 


battery pack is way too sci-fi 
geek. We'll get our first hands- 
on with actual, full, playable PSP 
games atTokyoGame Show 
this fall, and, hopefully, Sony will 
address any remaining concerns 
about the system there — 
addition to announcing a price 

snd J : 
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You’ve found it: your one-stop spot for all the best stuff headed your way 
(Please keep in mind that release dates do change — don’t blame us if they do!) 





Current Releases 


TITLE GENRE 









PUBLISHER 














Septembers Releases 
RE PUBL 











| Games to Watch 









usnef 

THQ Type: Action Ri January 2005 

Frank Castle is one angry S.0.B.: after his family was murdered, 
Castle becomes The Punisher, and every criminal in the world had 
better watch out. This game is based more on the comic book 
—~—— than the recent movie — comic book vets Garth Ennis and Jimmy 


an " Palmiotti are handling the writing duties. 


j fal Aicnemi: 

Publisher: Square Enix Type: RPG Rel ate: March 2005 

After Edward and Alphonse Elric tried to raise their dead 
mother, they realized why human transmutation was deemed 
illegal: Alphonse lost his body, and it literally cost Edward an 
arm and a leg. Now they’re on a quest to get the Philosopher’s 
Stone so they can get their bodies back. Though this is a 








=: Action : Winter 


q : Capcom 
Keiji Inafune previously worked on the Onimusha series, but 


he’s now moved on to another historical setting: ancient Rome. 
Shadow of Rome is broken up into two gameplay styles: there’s 
the action-heavy gameplay with the gladiator Agrippa, and 
there’s also the more stealthy gameplay with Octavianus. 








Eidos Action Release Date 

SnowBlind is a first-person shooter made by the folks at 
Crystal Dynamics, and it looks great. You take up the role of 
a bio-enhanced soldier during a civil war in China. Besides a 
single-player game in which you can upgrade both yourself 
and your weapons, there are some exciting online multiplayer 
modes in which up to 16 players can get in on the action. 










P Konami Type: RPG Rele Winter 

First thing’s first: it’s pronounced “ease.” Ys VI: The Ark of 
Napishtim brings the series back to gamers who have been 
yearning for a return of the Ys series. Players will venture to a 
monster-filled island where all the combat happens in real-time, 
so gamers who haven’t even heard of Ys can get in on the action. 












EA Sports EA Tiburon : Sports 
College football fans should be quite happy with this 
year’s installment. Now, home-field advantage plays a 
key role in determining victory. 











Bam! Red Action 

With an emphasis on racking up combos, the action 
is fast, furious, and truly impressive in this game that 
features the androgynous Gackt. 











Harmonix Music 
Now there are even more songs you can butcher with 
your William Hung-style singing. You may look like an 
idiot, but this game’s still a whole lot of fun. 
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¥ Don’t give us any retro-elitist crap about 
0 a] U the fact that the original Space Invaders 
were white, not Kiwi or Raspberry — how 
else are they gonna show up on your 


Here’s a look at some of the hottest new gear boring, white wall? 
and goodies you should keep an eye out for 


[Neca 





From: ThinkGeek Konami : 
Price: $44.99 Konami 
Let's be honest about this: gamers are not Fall 


known for their interior decorating skills (heck, 
many of us aren't even known for our ability to 





za y 
vZA A new trailer and more 





dress ourselves). We all know you've got that Es #1 details make the wait 
poster of Lara Croft on the one wall, but what do t - 
you hang on the other three walls, not to mention past Seance ee 



























the ceiling? 

Well, we're not Martha Stewart, but we can’t ds 
think of anything more worthy of adorning the 
walls or your own personal palace than these 
killer wall graphics created by Blik and available at 
wwwtthinkgeek.com. Each set features one mother 
ship, one base station, and six aliens (two each of { 
three different types) all of which come complete 4 
with color coded missiles. They stick to nearly any 
smooth surface, too. They're big, the colors are 
bold, and you simply can't find a more legit source 
of retro cred than Space Invaders. 


Square Enix : 
Square Enix 
TBA 





Square Enix’s latest in 
3 the epic Final Fantasy o 
series stays strong at #3. [a 










Midway 
Fall 
Mortal Kombat stays put at the #5 spot. 






Midway 








Reflections 
, Summer 
The wheelman stays put at lucky #7. 






TOP 10 PS2 GAMES TOP10PS1 GAMES OVERALL TOP 10 
FOR APRIL FOR APRIL FOR APRIL 


1. Fight Night 2004 . Shrek; Treasure Hunt 1. Fight Night 2004 (PS2) 


ae 





Sony CEA Insomniac Games 
te: Fall 
The online multiplayer is a blast. 


2. NBA Ballers 2. Crash Team Racing 2. NBA Ballers (PS2) 

3. MVP Baseball 2004 3. Atari Anniversary Edition 3. Fight Night 2004 (XBX) 

4. Resident Evil: Outbreak 4. Final Fantasy VII 4. MVP Baseball 2004 (PS2) 

5. Hitman: Contracts 5. Beyblade 5. Pokemon Colosseum (GCN) 

6. MLB 2005 6. Crash Bash 6. Resident Evil: Outbreak (PS2) 

7. MX Unleashed T. Spyro: Year of the Dragon 7. Splinter Cell: PT (XBX) CAST YOUR VOTE! 

8. NFS Underground 8. Disney Collector’s Edition 8. NBA Ballers (XBX) Visit www.psmonline.com and pick your most wanted 
9. Onimusha 3: Demon Siege 9. Spyro the Dragon 2 9. Halo (XBX) \ game from our list of the hottest upcoming releases. 
10. James Bond 007: EON 10. Final Fantasy Anthology 10. Hitman: Contracts (PS2) S We'll tally the results, and print ‘em here each issue! 
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Play It On 


TROON 








Bujingai: TFC 
Harry Potter TPOA 
Karaoke Rev. 2 


» How good cana 
football game get? So 
far, this game is the 
answer to that question. 


Mega Man Collection 
MTV Music Gen. 3 


) Van Helsing 


SCORING 


Gy ceassic 


A rare gem; Our highest 
recommendation 


OUTSTANDING 


One of the belter games this year 


VERY GOOD 


You can't go wrong 


coop 


Asolid game 


OKAY 
Kind of fun, but no big deal 
50-50 
You've got to love the subject matter 


LACKING 


Big flaws really hurt this game 


eJ) BAD 
3 eins at all 


AWFUL 


This game is an insult 


WHY? 


Why would anyone do this to us? 


e take our reviews very 
W seriously. We spend hours upon 

hours playtesting each title so 
that we can give you the absolute best 
information to help you buy. 

Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy 
Award. We don’t hand these beauties 
out easily, so if you see one on a review, 
a game box or advertising, you'll want to 
be sure to check that game out. 

Finally, when looking up past scores, 
keep in mind that older games usually 
wouldn't fare as well if they were 
reviewed today. 








GAME INFO 


PUB EA | DEV y | MAX PLAYERS TWO | ESRB RATING EVERYONE 


College football 
at its very best! 














t the end of each year, when we tally 
up the hundreds of hours we've spent 
on sports games, a surprise inevitably 
tops our playlist. 
It’s not Madden, ESPN Football, or any other of the biggest 
sports names. It’s NCAA Football. While it may not receive 
the hype or respect given the other franchises, this game 
just keeps drawing us back... and we're not even huge college 
football fans. This year, the glorious trinity of gameplay, 
atmosphere and depth (Dynasty mode) is in full force, 
which pretty much means our free time is shot for the next 


twelve months. 


__ Tiburon’s Madden team and NCAA team are constantly sharing ideas 
and tech and fiercely competing against one another — and it yields 
some fantastic games. 
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Lo Exploiting one-si 
Player Match-ups ical 
the secret to Victory. If 
you've got a Jittery cor- 
nerback on a composed 
receiver, take it to him. 









you recruit, and the better you recruit, 
the better you play. Before long, 
you're rewarded with a dominant 
program, semi-effortless recruiting i 
and a rich history of bowls, cham- 
pionships, records and individual 
trophies. Other sports games just 
aren't designed to reward skill with 


Tight, well-honed gameplay is a big 
part of what makes NCAA so compel- 
ling. The passing engine is familiar, the 
running game is solid, the option play 
is deadly — once mastered — and 
the play-calling (especially pre-play 
adjustment) is intuitive. The handiest 
improvement in terms of gameplay 
this year is a “player composure” power and eventual domination. 
meter, which can be used to easily NCAA Football 2005 may not be 
spot and exploit mismatches, such asa __as flashy, feature packed or immedi- 
freshman cornerback trying to single- ately impressive as its pro brethren, 
cover a Heisman candidate WR. Inthe but if you enjoy sports games, this will 
pros, teams are essentially even, but probably be the one title you'll still be 
in college, even great programs have playing next summer. JOHN MARK CUSEY 
weak spots. It’s taking advantage of 
these weaknesses by using your team’s 
strengths that makes college football 
so much fun. 
And don't forget atmosphere. This 
year it’s not just fight songs, cheer- 
leaders and mascots. Now fans play 
4 an important part in the game. When 
the fans start rocking, your screen will 
shake and the joystick will rumble from e 
the noise. It actually made us choke 
on a last minute field goal that would 
have otherwise been routine. You can 
also customize the fans’ signs. We like 
to make them personal when playing : 
head-to-head. Nothing stings quite 

__as badly as virtual fans taunting your 

: Opponent by name. 

/) Most importantly, an addictive 
|. Dynasty Mode is the heart and soul 

of NCAA Football. Other sports games 

tend to make their franchise modes 

i overly sophisticated, but NCAA keeps 

____ things straightforward, well navigated, 
rewarding and imminently playable. is site) 0 
The changes to the franchise mode this ; 

_ year make it more fun without making 

it needlessly complex. Now you'll need 

to be smarter about recruiting, allocat- 

__ ing budgets and keeping an eye on 

_ your team’s discipline. If your program 

gets out of control, you'll face strict 

__ and painful sanctions. 

NCAA's Dynasty is the best “pure- 
videogame” feature in any sports 
games. Pro franchise modes punish 
teams who succeed. Here, good play 
is rewarded with stronger recruiting 
power. More than any other sports 
game, NCAA Football plays like an 
RPG. The better you play, the better 











~< Dynasty mode enables the player — 
to make any alma mater into an NCAA 
powerhouse — if you’ve got the skills. 





accel 


Make your own signs so that your team’s 
virtual fans can get their own 15 virtual 
minutes of personalized virtual fame. 


PSM BREAKDOWN 


4:54 ist [ae 


t 


A When the stadium 
pulse gets pumping, the 
CIE) CORUT AT g 
/} controller vibrates. 








1 NCAA Football 2005 
/ NCAA Football 2004 


| Madden NFL 2004 
} ESPN Football 
| NFL GameDay 2004 





mismatch here. Call a hot 
route deep down the field 
and you're looking at a 
one play touchdown. 





A You can also check match- 
ups between the backfield 
and linebackers as well as 
compare both lines. 


; | ups. Here the cor- © 
4 _geeynerbacks are, rattle 
@® Composed a anit yolks Gocd 


CyRattled = (|r 
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A Blades aren’t the only things you can 


parry — proper timing will make Lau deflect 


the archers’ arrows. 


AA) 7h Qe 


A Slash an enemy, perform a combo break, 
then launch into this pummeling bicycle kick 
for added style. 





Japanese rocker, Gackt. One of the unlock- 
ables is his “street clothes.” Niiice. 





his is a game where 
bypassing the training 
mode and simply bash- 
ing buttons will get you 
nowhere except the 
exchange line at Best Buy. What 
looks like just a bunch of flashy sword 
swinging is actually a pretty cool 
fighting system that relies on parry- 
ing, timing, combo breaks, and lets 
you take out enemies with lots of flair. 
Like a wire-harness-wearing martial 
arts movie star, lead character Lau 
flies through the air (just not very 
straight or far, unfortunately) and can 
dish out airborne double-bladed hurt 





BUJINGAI: THE 


4 Pr: 


ss 
s 

S 
¥ 
£ 


GAME INFO PUB SAMI | DEV TAITO/RED | TYPE ACTION | MAX PLAYERS ONE | ESRB TEEN 





Shinobi goes 


FORSAKEN CITY °°" 











by juggling enemies in mid-air for an 
over-the-top amount of time. The 
core of Bujingai’s gameplay is string- 
ing these acrobatic clashes together 
as seamlessly as possible. With prac- 
tice, you can excel beyond the 200 
hit mark! 

There's more platforming to be 
found than in Shinobi, and, yes, Lau 
can run along walls — but not hang 
from them. Elements like keys and 
orbs to open doors are thrown in 
every once in a while, but the empha- 
sis is definitely on all-out action. Lau’s 
attack, defense, and magic power 
can be upgraded using the blue orbs 
enemies give up when killed. 
Magic attacks range from fire- 
balls to attack/defense boost- 
ers, and there’s actually a neat 
gameplay gimmick whereby Lau 
can “catch” an enemy’s magic 
attack with his swords and 
absorb it into his magic meter. 
Fill the meter up doing this, and 
you can reverse the magic back 


4 You'll encounter this brute of a 
boss more than once. Absorb his 
energy blast and fire it back at him 
for maximum damage. 





PS 


FINAL SCORE 





at the enemy. This is especially impor- 


tant in boss fights. 
Speaking of bosses, | really wish 
they were more varied, but the few 
that are there (and are repeated 
several times before the end) are still 
good. I'd also like to give an award for 
Special Achievement in Frustration 
to the platforming segment near the 
end of the game — it’s so incredibly 
unforgiving at points, a lot of players 





A Once you get an enemy airborne, you 
can juggle him with your swords for an 
obscenely long amount of time. 
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GOOD 


It’s got it share of problems — a weak story 
and some lackluster levels — but Bujingai 
makes up a lot of ground with its slick sword 
fighting system and clever gameplay. 


HOW IT STACKS UP 


Devil May Cry 10 
Nightshade 8 
Bujingai 7 
Devil May Cry 2 7 
Shinobi 6 





might just stop there before reaching 
the finale. 

With that out of my system, | still 
really liked Bujingai on the whole. The 
sword combat is tight and unique, 
plus the numerous hidden coins 
(which unlock bonus material) and 
focus on playing as stylishly as possi- 
ble for a better ranking give it added 
replay oomph. This game definitely 
isn’t for every action fan, but if you’d 
like a fresh take on the old “hero with 
a sword” formula, it’s definitely worth 
getting your hands on. RANDY NELSON 





NDREDS REAL 
MUSIC RINGTonNES 


By THE OriIGmAL ARTsTs. 


Cingular Media’ oF FERS 
Music Tones, Fart oF THE 
WIDEST VARIETY OF Rin@TonES 
AVAILABLE For DowNLOAD. 
To GET yours, ACCESS 
WIRELESS INTERNET AND 
SELECT ToNES AND GRAPHICS 
oF VisiT Cingular, Com/rings 













* cingular: 


KATY Rese Axp BAND 


Ringtones provided by InfoSpace Mobile and available with select phones. ©2004 Cingular Wireless LLC. 


se REVIEWS 





A Each of the game's boss characters is 
ridiculously strong in one psi-power or 
another. This guy, the TK boss, can throw 
gas tankers and railroad cars at you. 





A Nick recharges his psi-powers by using 
mind drain. It’s actually a stealthy kill, but it 
tends to make a real mess when the victim’s 
head explodes. 





A Co-Op mode is fairly bizarre: one person 
controls Nick’s aiming and movement, the 
other controls Nick’s gun and mind powers. 


Pg PUB MIDWAY | DEV MIDWAY | TYPE ACTION | MAX PLAYERS TWO | SRS MATURE 





PSI- OPS: THE MINDGATE CONSPIRACY 


A mind is a terrible weapon to waste 








idway’s Psi-Ops: The 
Mindgate Conspiracy 
is a wonderfully 
dark shooter with 
a twist: players 
control Nick Scryer, a spec-ops soldier 
and all-around badass who wields 
not just machine guns, but also 
some serious mind bullets. When his 
former unit goes rogue, the amnesiac 
Scryer is drafted to stop the madness. 
Incidentally, in sci-fi terms, a “scryer” 
is someone who uses one’s mind to 
perceive events beyond the range 
of one’s physical senses — great 
name, Midway! 

Nick’s psi-powers are weak at 
first, but as he progresses through 








the game and defeats the psychically 
charged bosses, he regains his pow- 
ers. Eventually, his mental utility belt 
holds telekinesis, pyrokinesis, remote 
viewing (clairvoyance), mind control, 
psychic energy draining and “aura 
view,’ a sort of psychic super-vision. 
Psi-Ops rewards the player for using 
these powers creatively in disposing 
of enemies or solving puzzles, and 
there’s almost no tactic that players 
can conceive of that can’t be execut- 
ed. Psi-Ops uses the Havok physics 
engine, and almost every object in 
the game can be thrown, burned, or 
used for cover. This is the real meat of 
the game, and what separates it from 
the flood of third- and first-person 
military shooters out there. 

For example: if you see a group of 
enemies, you have choices. You can 
repeatedly bash them against a wall, 
throw an explosive barrel into them, 
set some wooden crates on fire, then 


4 Off with their heads! In this realm cre- 
ated out of illusion, decapitation is the only 
way to advance. 








throw the soldiers into the crates, or 
use mind control to possess a foe and 
mow down his buddies with friendly 
fire, then send him happily strolling 
off of a cliff or into an industrial oven. 
It’s like a giant, gory sandbox. 

This logic applies to the puzzles, 
too. When you reach a hallway with 
an electrified floor, you might choose 
to stand on a crate and then use tele- 
kinesis to levitate both the crate and 
yourself over the floor. Or you may 
choose to possess an enemy soldier 
and have him make a suicide run 
onto the floor, shorting it out. Fans 
who prefer stealth combat can use 
Nick’s mind drain technique to pop 
the heads of enemies like champagne 
bottles, clearly an homage to David 
Cronenberg’s cult classic, Scanners. 





> Now you 
see it, now 
you don’t: 
aura view lets 
players view 
a reality 
invisible to 
regular sight. 





Problems are minor: Nick has trouble — 
jumping, his silenced pistol is almost 
useless, and the last level is much 
more difficult than the rest of the 
game. But gamers who enjoy an 
action-filled gore fest will love this 

title. pouG TRUEMAN 


a 
HOW IT STACKS UP 


James Bond in EON 
Psi-Dps: Mindgate Conspiracy 
Hitman: Contracts 

Max Payne 2 : 
Syphon Filter: Omega Strain 














VERY GOOD 


The Havok physics engine lets 


PS 


FINAL SCORE 


players defeat enemies in ways 
only limited by their imaginations. 
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The whole world is in constant change, 
but my Big Mac® is perfect. Why change perfection? 


® 
©2004 McDonald's Corporation im lovin’ it 


s° REVIEWS 


PSs. i OB 


A Learning to hit to a specific point on the 
court is a tough, yet critical, process. 


ar 


A There are several different types of shot 
and serve, though it’ll take quite awhile to 
master the nuances of each one. 


4 As usual, a selection of both male and 
female pros is included, but admit it: with 
Anna in the mix, who really wants to play 
as a guy? 








> The graphics look good, though the 
characters sometimes “snap” from one 
animation to another — that’s almost 
unavoidable in a tennis game. 








SMASH COURT PRO 
TOURNAMENT e 


Smash-your-controller tough, but worth the effort 























t’s unfortunate that Namco’s 

Smash Court Pro Tournament 

2 labors under the same ter- 

rible onus that every tennis 

title has suffered for the last 
five years — namely, can it best the 
all time classic, back-to-back wonder 
of Virtua Tennis and Tennis 2K2 for 
Dreamcast? In this case, the answer is 
both yes and no. 

Smash Court 2 offers 15 real- 

world players to team with or 
play against, including the newly 
retired, yet still polygonalicious Anna 
O71 


_ GROE GRD , 
40 « 


eal 





Kournikova — we wish they could 
have also included Gabriella Sabatini, 
the fact she retired in 1995 be 
damned... but we digress. The graph- 
ics aren’t amazing, but they're a defi- 
nite improvement over the original. 

The Pro Tour Mode is where most 
of the action is to be found, wherein 
you create a player and put yourself 
on the circuit. Along the way, you earn 
experience to upgrade your skills by 
training and winning matches, as well 
as completing various esoteric chal- 
lenges the game throws at you ran- 
domly, like winning two consecutive 
points, or coming from behind 40-0 
to win. It offers nothing so fanciful 
as Virtua Tennis’ “service bowling,’ 
but in general, it mixes things up just 
enough to keep it from just being one 
game-set-match after another. 

The true test, however, is as 
always in the gameplay. The original 
Smash Court was notable for its 
surprisingly deep game mechanics 
and wickedly sharp opponent Al, and 
Smash Court 2 follows that tradi- 

4 You've got to be mindful of the different 


court types — the ball moves differently on 
different surfaces. 


PSivi 


FINAL SCORE 





tion as well. This is, however, both 
a strength and a weakness — to 
say that Smash Court 2 is challeng- 
ing is a bit like calling the Pacific a 
“large” ocean. The control scheme is 
fairly simple and enables some nicely 
subtle, nuanced gameplay, but at the 
same time this isn’t a “jump in and 
start having fun” kind of title. The 
learning curve is mountainous, and by 
the time you're about halfway through 








A There are a number of available camera 
angles. Naturally, the pulled back style 
gives you greater visibility. 
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OUTSTANDING 


This is, hands down, the deepest tennis 
game available for PS2, so only profession- 


als need apply. Those pros, however, will 
looooove this. 


HOW IT STACKS UP 


Smash Court 2 9 
Sega Sports Tennis 8 
Smash Court Tennis 8 





the Pro Tour, you have to play con- 
sistently perfect games to have any 
hope of winning. 

What this means is that Smash 
Court 2 will be a sheer delight to the 
committed court enthusiast, and a 
sheer frustration to anyone else not 
willing to put in the hours (sort of 
like real professional tennis). In this, 
it perhaps falls shy of the classic 
Dreamcast duo, in that those titles 
were accessible to both the pro and 
the amateur. But if you’ve got the 
skills, this one’s definitely got the 
challenge. JEFF LUNDRIGAN 


REVIEWS ¢s 








A Somehow, it’s weird having a 
wolfman who's notably bigger than 
the Frankenstein monster. 


VAN HELSIN 





= ses 
A Van Helsing’s weapons are unique 


for his time period, but we’re used to 
more bombastic items. 






A The graphics look nice enough, 
though it seems everything is brown 
and gray, just like the film. 


Van Helsing 
may cry? 





GAME INFO 


PUB VIVENDI} OEV SAFFIRE 





hy 
as hav 
tougher sirice that wort ep 


thes 
Ba 


tossed then? out on’ 

















ell, you have to give 
Vivendi some credit: 
Van Helsing the 

game is a lot like Van 
Helsing the movie 

— meaning, they threw a lot of 
money into a project that turns out to 
be a painless time waster at best, and 
a bland mess at worst. 

Not that it’s terrible. The produc- 
tion values are extremely high, and 
while the game mechanics are lifted 
whole and bleeding from Devil May 
Cry'(so complete is the cloning that 


Y You can hop on Buckbeak the Hippogriff 
and fly around Hogwarts. The outdoor — 
lighting is especially impressive. 








some of Van Helsing’s combat moves 
are direct copies of Dante's), at least 
they stole from the best. 

The real problem is the mediocre 
gameplay. The level designs are 
competent, but not too challenging, 
and there’s a fair amount of having 
to go back over areas you've already 
been through. While there’s a decent 
array of weapons, none of them are 
exactly awe inspiring — the gatling 
gun is kind of cool, but you find it 
rather late in the game. The level of 
difficulty is also out of whack — basic 








enemies range from just very easy 
to both easy and annoying, but the 
bosses tend to be quite a challenge. 

Replay value is minimal. Oddly, 
Van Helsing didn’t take a hint from 
DMC2’s Lucia and add the gorgeous 
Kate Beckinsdale as a second 


playable character. Bummer — that 
may have actually been a good thing. 
There are a number of extras to 
unlock, but none are terribly exciting, 
so you could still beat Van Helsing 
and move on in an afternoon. 

JEFF LUNDRIGAN 


PSM 
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OKAY 


File this one squarely in the rental category 
— worth playing, especially if you enjoyed 
the movie, but not worth keeping. 














GAME INFO 


A All three characters have to work 
together: while Ron and Hermione find an 
exit, Harry holds the Dementors at bay 
with the powerful Patronus spell. 


PUB EA GAMES | DEVEAUK | TYPE ADVENTURE | MAX PLAYERS FOUR | ESRB RATING EVERYONE 





A Though there’s no actual Quidditch playing 
in the game, one of the Eye Toy games does 
let you make like Harry Potter and try to catch 
the Snitch. 


HARRY POTTER Jhird time's (almost) 


AND THE PRISONER OF AzKABAN [he charm 








arry Potter and the 
Prisoner of Azkaban is 
the third and finest of 
EA’s book-to-movie-to- 
game Potter titles. A 
badly needed graphical update is in 
effect, and it doesn’t skew as young 
and simple as its predecessors. On 
the downside, as with the previous 
games, a lot of the storyline is lost or 
left unexplained. Thus, if you’re one of 
the three people on Earth who haven't 
read the book, don’t expect to have 
any clue what’s going on. 
However, the game's emphasis 
is not on the story, but rather on 
adventuring, and it does this pretty 


well overall. Harry is joined by friends 
Ron and Hermione, and they must 
traverse through the puzzle-laden 
catacombs of Hogwarts to fetch new 
magic skills that will help them on 
their adventures. Each character has 
exclusive skills — Harry is the only 
one who can jump over gaps and 
climb ropes, for example — so you 
have to regularly switch between 


PSM 


FINAL SCORE 


the three in order to get through 
each section. 

There are a few hiccups: during 
combat, target lock sometimes 
insists upon choosing the wrong 
target. You'll also need to be patient: 
prepare to repeatedly stare at the 
loading screen in between levels. 

Prisoner of Azkaban is still enter- 
taining, and once the main game is 


GOOD 


The tri-character gameplay really adds some 


depth, but Harry Potter newbies will still be 
left in the dark when trying to follow the 
narrative. 








completed, there’s a good amount of 
replay value: not only are there some 
mini-games, but there are also six 
Eye Toy games to keep you and three 
other friends entertained for awhile. 


JUSTIN CHENG 





A Harry can easily sneak around Hogwarts 
— Solid Snake-style — now that he has the 
radar-like Marauder’s Map. 
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> Spies can grab mercs from behind and 
whisper last words with a USB headset 
before snapping their necks. 





A In multiplayer, mercs can motion-track 
spies when the lighting levels are too low. 





A. Cool visual effects, like this static-filled 
HUD, create a high level of immersion. 





A There's nothing more romantic than a 
Zipline set against a beach sunset. 








SPLINTER CELL 
PANDORA TOMORROW 


Welcome fo the online stealth revolution 





here's a very methodic 
and orderly rhythm to 
Pandora Tomorrow, the 
follow-up to the last 
year's genre-defining 
Splinter Cell. Pandora Tomorrow offers 
more of the stealth-based gameplay 
of the original, only more balanced 
and with a tweaked repertoire of 
moves. As with the first game, 
there are some niggling Al issues, 
but for the most part, this is stealth 
done right. 

But the single-player game — as 
wonderfully crafted as it is — plays 
second fiddle to the game's online 
multiplayer mode. It's a two-on-two, 
one-on-three, or three-on-one match 


Worth The Wait 


Even though the Xbox and PC 
versions may be a little prettier, the 


PS2 game features an exclusive 
jungle level, post-missions stats, 
reworked levels, and a host of 
gameplay tweaks in both single 
and multiplayer. 





between Fisher-like spies, who play 
the game in traditional third-person, 
and heavily armed mercenaries, who 
view the action from a first-person 
perspective. Each side has a set of 
unique weapons, vision modes, and 
abilities that nullifies the other's so 
exactly they feel paradoxical in nature. 
At once deftly clever and 
alarmingly simple, the cat and mouse 
gameplay is simply brilliant — a 
confluence of Splinter Cell's trademark 
stealth gameplay and the instinctive 
shooting of another Clancy title, 
Rainbow Six 3. There is absolutely 
nothing extraneous about it. Perfectly 
balanced and trimmed of all fat, the 
multiplayer is second to none. 





GAME INFO 


PUBUBISOFT | DEV UBISOFT FRANCE | TYPE ACTION | MAX PLAYERS FOUR | ESRB TEEN 
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Those weaned on split-second 
gameplay may find the game to 

be too cerebral, though. Requiring 
teamwork as well as intimate 
knowledge of the maps and personal 
inventories, there is a learning curve 
to overcome. 

A major factor in Splinter Cell's 
previous success was the visuals. 
From signature light blooms to a 
dazzling soft bodies physics model, 
Splinter Cell raised bars from a 
technical standpoint, and made 
the lighting model more than just a 
superficial benefit by having it directly 
affect gameplay. Pandora Tomorrow's 
campaign mode features these same 
impressive effects, but in a more 
refined state. 

The multiplayer, however, one-ups 
the campaign with better lighting 
effects, a smoother framerate, and 
overall finer polish. Even the night 
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CLASSIC 


You're getting two incredible games 

that, while vastly different in terms of 
mechanics, maintain a cohesive theme: 
stealth. It just doesn't get better than this. 






HOW IT STACKS UP 


Splinter Cell Pandora Tomorrow 10 
Metal Gear Solid 2: Substance 


Splinter Cell 
Tenchu: Wrath Of Heaven 
The Mark OF Kri 


vision — an effect we'd assumed 
would look identical — looks 
significantly cleaner. But what the 
single player lacks in technical finesse, 
it makes up for with thoroughly 
original and varied environments. 

In the end, it's the solid single- 
player campaign, the stunning 
graphics, and exquisite multiplayer 
that make Pandora Tomorrow the 
experience it is. Separated, this 
triumvirate would not have quite the 
impact it does, but together they 
create a game that is nothing short of 
revolutionary. KAISER HWANG 


A routine disturbance c 
: discovery. A catastrophe of 
Supernatural proportions. 


ne Now, trusting only in his paranormal abilities 
and 4 phenomenal array of Weapons, Lazarus Jones iS haw 


to capture hordes of tortlired souls who seek: 
venlgeanae on the world af the:living. 





Visit www.esrb.org | 
for updated rating | 
information. 


© 2003 Sony Computer Entertainm 
logo are registered trademarks of Sony Cor 
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A This Monster House thing is 
really getting out of hand. 


MEGA MAN ANNIVERSARY COLLECTION 
Mega Man fans are gonna be Mega happy! 








t’s Mega Man’s 15th Anniversary, 

but we’re getting the present 

— namely, this collection of all 

of the blue bomber’s platform 

action games (originally released 
on NES, SNES, and PlayStation), one 
through eight, in all their old school 
glory. You're welcome. 

The premise for each is the same: 
2D platform action bliss. You jump 
and shoot your way through each 
level, beat a robot boss, and use 
its weapon against the next one. 
Discovering the bosses’ weaknesses is 


ast fall’s Karaoke 

Revolution may have 

been the best party game 

ever because, if you had 

a roomful of people and 
you put this game in, a party erupted 
whether it was supposed to or not. It 
actually caused parties. 

Now, the Revolution continues. 
The basic format is the same: you sing 
along with popular tunes, and your 
onscreen persona either receives a 
standing ovation or gets booed off 
the stage, depending upon how well 
you carry a tune. There are around 35 
songs, ranging from Garth Brooks and 
Elvis to Avril Lavigne and Three Doors 


A Be warned: this is some serious 
twitch gaming, so sissies need not 
apply. They’ll just die, anyway... 





hardly the point. 





A Graphically, these games do 
NOT look cutting edge — but that’s 


GAME INFO PUB CAPCOM | DEV ATOMIC PLANET | TYPE ACTION | MAX PLAYERS TWO | ESRB RATING EVERYONE 


© Yes, you read that correctly: you get everything, from the 


first Mega Man through to Mega Man 8... plus bonuses! 











what makes the series so playable. It’s 
a formula that’s worked beautifully for 
over a decade and still holds up today. 
The only potential downside to this 
extensive ensemble is the autosave — 
now you can plow through the titles 
at your own pace, without passwords. 
This makes things easier, but could 
dilute the overall impact of the series. 
Hardcore fans needn’t worry, though, 
as Capcom has provided a “normal” 
mode that ramps up the difficulty 
far beyond the NES versions. Enemy 
attacks do double damage now, so 


A Sometimes, the sound-alike voices 
hi sing more clinically than the original 
’) artists, which can make things tricky. 


jane eee 








each hit you take — especially the 
cheap shots — really adds up. 

Also included are two arcade 
games new to U.S. consoles: Mega 
Man The Power Battle and Mega Man 
2 The Power Fighters. They focus on 
boss battles and fast action so much 


that they’re essentially fighting games. 
Beating them and the original games 
unlocks new music and various other 
goodies Mega Man fans will love. 
Pretty or not, with all this game offers, 
it’s a must buy for skilled players and 
gaming historians. BRETT ELSTON 


GOOD 


Mega Man fans and experienced gamers will 


FINAL SCORE 


love this massive collection of old-school 
goodness, but we'll admit it does little to 
attract new followers. 








GAME INFO 


A Cherry’s got a real sort of “Christina 
Aguilera meets Vince Neil” thing going on... 


KARAOKE REVOLUTION: VOLUME 2 
Be your own damn American Idol! 





Down, and four levels of challenge, 
so anyone can give it a shot. 

The big, new addition to the 
game is a Short Song mode, in 
which the songs are, well, shorter. 
This enables the player to bang 
through them faster, and keeps 
things from dragging in multiplayer. It 
also enables the new Medley Mode, 
in which players sing snippets of 


PSM 


FINAL SCORE 





several songs — good stuff. There 
are a few shortcomings: the sound- 
alike vocalists aren’t always very 
good (and sometimes don’t match 
well), and the onscreen avatars still 
need more personality. They bust 

the same moves to every song; we'd 
rather they shake their groove thangs 
like Christina Aguilera on Genie in 

a Bottle and headbang like there's 


VERY GOOD 


Single player still falls down a tad, but there’s 
simply no better party game available for 
PlayStation 2. It’s great if you can sing, and 
even more fun if you can’t. 
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stim 


(oe 


ae, J F 
SF: | 
A Luckily, this is a standalone sequel. You don’t 


need the first game to play this, though you do 
need the USB headset 








no tomorrow during The Darkness’ / 

Believe in a Thing Called Love. Still, the 

real show in Karaoke Revolution Vol. 

2 is the player, so if you're willing, this 

remains a supreme multiplayer game. 
ERIC BRATCHER 





A Oddly, 
Madonna 


through his inevitable breakdown. 


recording an album of 
Covers helped Clay Aiken 


Ee bi 10 


t 14 


) GLASS. 


learning program. Check out the Life Accelerator” at navy.com or call 1-800-USA-NAVY. 


© 2004. Paid for by the U.S. Navy. All rights reserved. 
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A Malomar the Explurgigator 
will destroy our entire planet 
— just as soon as he picks up 
this next spare. 


STRIKE FORCE BOWLING 


Not striking or forceful, but yeah, it is bowling 






Wiss or as 
4 We could have done with some 
additional creative gameplay 
options, like the crazy pin arrange- 
ments in golf mode. 









| ESRB RATING EVERYONE 


rae AS 












Madden NFL. 


A To be fair, Strike Force Bowling isn’t 
a full-priced title, so it’s not meant 
to be the ugly-shoes answer to 


Pa 8) 
4 As a straight bowling game, | 
this is perfectly serviceable stuff. Bhai sisi 
Just don’t expect a lot of style or bo] 








trike Force Bowling is 

all about alleys, pins, 

and bad shoes, just 

like Kingpin or The Big 

Lebowski, only not as 
funny as either one. It’ll only run you 
$15, but be warned that you get what 
you pay for. 

The visuals make a dreadful first 
impression, with disproportionate, low- 
poly character models, stiff anima- 
tions, and simple textures. Unlockable 
novelties, like an alien bowler or 
pirate ship alley, add visual variety, 


wattak dog! 
Riffs 

: a snupersynth 
Vocals 


tool as well. Get those creative juices flowing! 


n-game music, both licensed 

and original, has etched itself 

firmly in the videogame design 

palette. With MTV Music 

Generator 3: This is the Remix, 
the idea is carried to its ultimate end, 
resulting in a dynamic music-editing 
tool that encourages you to mess 
around with sound. 

The simplest mode is the 
common-thread, yet powerful remixer. 
You load up one of the 10 built-in 
songs from several billboard artists 
including Sean Paul, OutKast, Snoop 
Dogg, and DJ Marky, or a tune of 
your own composition (including rips 
from your CD collection). The remixer 
then allows you to add, subtract, or 


A Yes, essentially this is still just a videogame, but it’s a surprisingly robust music creation 


but unlockables that tweak gameplay, 
like the shape-shifting lanes in Super 
Monkey Ball 2’s bowling mini-game 
would have added more longevity. 

Several types of ball and also a 
few different game modes deliver a 
little variety. Skins play challenges 
bowlers to earn money by rolling two 
strikes in a row, and Golf mode chal- 
lenges you to level various atypical pin 
arrangements within a certain number 
of rolls. 

The bowling itself is fairly accurate, 
though the targeting system could 


Track: Tha Chuuuch 
Style: Rap 
Length: 2m50s 


{ SOUT Se ae am 


polish, and you'll be just fine.  / ~~ 3 ON __ 





be more precise and we'd swear the 
sidewalls need more bounce. For 
example, pro bowlers often pick up 
a 7-10 split by just nicking the inside 
edge of the 10 pin, which will then 
ricochet off the sidewall and back 
across the lane, thereby taking down 


the 7. This act is virtually impossible 
in this game. Finally, while there is 
support for up to four players, you'll 
have to pass a single controller 
around, and there's no online play at 
all — that’s a definite gutter ball. 

ERIC BRATCHER 


Ultimately, Strike Force Bowling rolls about a 
FINAL SCORE 







160, offering bargain basement bowling, but 
very little flair. 


GAME INFO PUB CODEMASTERS | DEV MIX MAX | TYPE MUSIC | MAX PLAYERS ONE | ESRB RATING EVERYONE 


2 Beleet © Close Play © Demo 





A The built-in visual effects generator will give 
you something to look at while you get your 
groove on. 


A You can rip samples from your own CDs, 
but it takes practice to get just the right 
sound you're looking for. 


MTV MUSIC GENERATOR 3 - REMIX 
Wanna be a DJ? Here’s your chance! 











otherwise tweak the vocals, drums, 
bass, guitar, keyboard etc.. It sounds 
dauntingly complex, but Music 
Generator 3 enables this dynamic 
recording with Fisher Price simplicity 
(plus there’s a tutorial). 

Moving on to the studio, you get 
a more intimate staging ground for 
creating and fine-tuning. You can 
lay 24 separate audio tracks, then 
further tweak beat speed, volume 


PSivi 


FINAL SCORE 











levels, and equalizer effects, or flavor 
your tracks with over 4000 samples. 
The only drawback with the samples 
is that some lack a professional feel 
and come across as artificial, and 
when sampling your own CDs, it can 
be a real chore to isolate the sound 
you want to sample (this isn’t the 
game's fault, but you should be aware 
of the challenge). It’s small beans for 
an otherwise solid package. 


VERY GOOD 


A music-editing tool that is both powerful 
and easy to use, MTV Music Generator 3 is a 
likely hit with all music lovers. Too bad there 
isn’t more variety in the song list, though. 
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You can even save your tracks to the 
memory card, though we pray that 
the next sequel will add HDD support 
for more sample-ripping, mix-saving 
flexibility. cHris LADE 


wuld eet condnaheencas 


Piles 9 Osete, Poadid Piay Gl Votine Bi ato 
——— ere 
A Hey, remember the old days, when 
people had to actually play instruments? 
Poor bastards ... 

















Amazing 
Bonus Features! 
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New On DVD And Video 
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Animated Adventure 


© MARVEL, SPIDER-MAN and all related characters an the distinctive likenesses thereof ae trademarks of Marvel Characters, nc. and are used with permission, Ae) 
TH & © 2004 Marvel Characters, nc. Al Rights Reserve Distributed by Buena Vista Home Entertainment Inc, Burbank, CA 91521. Printed in USA. Howe Enterfeiamient 
www.marvel.com | © Buena Vista Home Heimer aS 
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e say it every year: “PS2 ruled E3!” But you know, 


it’s really getting kind of old. So, this year, we 
declare that PS2 completely and totally owned E3! 


Four years in, Sony’s big, black locomotive of gaming goodness is showing abso- 
lutely no sign of running out of steam. In fact, there were even more games shown 
for PS2 at this year’s E3 than there were at last year’s show. 

It’s one thing to say that PS2 is the console to end all consoles, but when you 
see the loads of great games headed our way over the next year and a half, there 
can be no doubt. Amassed within the next 14 (!) pages, you'll find every single 


game shown or announced at E3. There's definitely something for everyone, from 
ass-kicking action games, to some truly wacky titles we never would have expect- 


ed to come to the US. 
Sequel or surprise, it’s all in there. So prepare yourselves, dear friends — 


Game-ageddon is upon us! 
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10. Shadow of Rome 


>Action > Winter >Capcom 
This E3 surprise uses the Onimusha 3 graphics engine to recreate the heyday of the Roman empire. You play as the 


great warrior Agrippa or one of his friends as you cut a surprisingly bloody swath across the once great empire in gla- 
ditorial combat, or use your wits to out-smart enemy guards and find out who really killed Julius Caesar. 








“BAM! | said DOUBLE-BAM! PSP in da house, 


READY FOR £3? We've got our bags packed Randy’s brought games to get signed by the First up, Sony’s press conference. SCEA Prez I © 
with extra boxers just for the PSP unveiling! legendary game designers he'll be interviewing. Kaz Hirai: “I hope you brought extra boxers...’ y'all! Hear that, Nintendo? PSP IN DA HOUSE? 
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9. Burnout 3 


> Racing » Winter PEA 
Additions include a more than 100 crash junctions, a new Crash Breaker device that’s similar to strapping a bomb to 
your car (imagine the replays), speed boosts, multiple online modes and collectable ramps that let you explore other- 


wise unreachable parts of the game. 


S, 


Enough with the press conferences, let’s get to “Boo-yah! |, Chris of the Slates, say, ‘Let this E3. > “ 
commence! Follow me, friends — to glory!” 





Hours later at Konami’s press conference: Eric Special guest Shannon Elizabeth: “Show.of 
find’s Randy's claims of godhood highly unlikely. hands, who's seen me naked in American Pie?” the show already! E3 2004, here we come! 








\ 
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8. Devil May Cry 3 


> Action > Winter > Capcom 

One was brilliant. Two was disappointing. Three promises to swing the 
momentum back to the plus side with better graphics and the addition of 
the new Style System that lets you choose your character class and build 
specific attributes just the way you like them. 





“| don’t know about this — Chris hasn’t taken his Across the street, a group of lonely, sexy cheer- Inside the convention's largest hall, Sony’s It also sets the record for number of times the 
medicine for days and he’s acting kinda wierd...” leaders goes unnoticed by the geek stampede. PlayStation booth dwarfs all others. word “PlayStation” has appeared in one place. 
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BLOCKBUSTER FLIP CARD 
Unlimited Gaming 






‘Unlimited Gaming 
$49 FOR 3 MONTHS 





Rent it! Play it! Flip it! The BLOCKBUSTER® Flip Card”’— it’s less than the price of the hottest games! 


One (1) game rental out ata time. Requires paymentatthe time of purchase sfnonrefundable membership fee of $49.00, plus tax. Membership term begins on date of purchase and continues for ninety-two (92) days. Must be BLOCKBUSTER® member and not currently a member of any other 5 
monthly game subscription pass program offered by BLOCKBUSTER. BLOCKBUSTER Flip Card rentals must be returned on or before the expiration of the BLOCKBUSTER Flip Card membership term or charges applicable to non-Flip Card rentals begin aceruing. Flip it for more legal. = 
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With so many amazing games on display, it was Ding — that’s “PlayStation” logo. number fifteen! —_ At E3, you find things you won ‘t see anywhere Speaking of hot chicks, every booth had its own 
easy to see why PS2 is kicking so much boo-tay. What, do these guys forget sometimes? else, like hot chicks playing video games. babe squad to pull in gawking gamers. 
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7. dak Wl 


> Action > Winter Sony 
Jak III introduces fans to Light Jak, whose defensive and healing abilities counter the fiery attacking abilities of his dark 


self from Jak I. Choose between eight new weapons, each with three shooting modes, and explore a vast new desert 
world in this tasty sequel. 





Sometimes, if you got out of line, security would. “Not quite... closer... closer. cloooser.. Yeah; Sometimes you've gotta wonder if these models We tip our hat to the men who get stuck at one 
come to thrash you. Even they were hot chicks! hold that pose! Like, forever!” Just hate having to dress up these silly outfits. booth demoing one game over and over. Kudos. ies 





“ 
me 
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> Racing > Winte: ony 

One of the year’s most anticipated games did not disappoint at E3 this year. 
With more than 500 real car models, new tracks, new racing modes, even 
more realistic physics and online play against six other human racers, this 
game should be worth the excruciating wait. 





Gran Turismo creator Kazunori Yamauchi 


Killzone had a major presence at Sony’s booth, Our favorite Sony title? God of War, hands-down. — Hideo Kojima, Big Chief (fetal Gear, sat ina 
snapped and delivered the “People’s Elbow.” 


and people stayed lined up to play all three days. This game looks and plays like a dream. room right above the /7GS3 video wall. 





4D / psm:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #74 AUGUST 2004 / www.psmonline.com 








ad A) Meta) E 
SUITOR TCL | 


THE OMEGA STRAIN 





& PLACE HAND HERE « 





YOU HAVE BEEN IDENTIFIED. AS THE AGENT. WE ARE LOOKING FOR. 
REPORT TO: GABE LOGAN, |.P.C.A. COMMANDER-IN-CHIEF. 
OBJECTIVE: STOP OMEGA STRAIN VIRUS AND THE TERRORISTS WHO CONTROL IT, 


ARSENAL: 100+ HIGHLY LETHAL WEAPONS INCLUDING; SILENCED SUBMACHINE 
GUN, OSC-1 THERMAL SNIPER RIFLE, CH-3 MACHINE PISTOL, BLASTER GRENADE. 


MISSION DIRECTIVES: ELIMINATE ALL ENEMY AGENTS AND PREVENT GUTBREAK 
OF DEADLY MUTATING VIRUS. ANY INFORMATION RECEIVED WILL BE HIGHLY 
CLASSIFIED AS YOU WILL BE ENGAGING LETHAL INTERNATIGNAL ASSASSINS. 
SUCCESS OF THIS GLOBAL COUNTER-INTELLIGENCE OPERATION {S CRUCIAL. 


PRIGRITY: URGENT. 
THE BEST LWEAPON WE HAVE IS YOU" 





Blood 
Strong Language 





LIVE IN YOUR WXRLD. 
PLAY IN QURS* 


Syphon Filter is a registered trademark of Sony Computer Entertainment America Inc. ©2004 Sony Computer Entertainment America Inc. “PlayStation” and the “PS” Family logo are registered trademarks of Sony 
Computer Entertainment Inc. Live In Your World. Play In Ours” and “The best weapon we have is you" are trademarks of Sony Computer Entertainment America Inc. Online play requires Internet connection and 
Network Adaptor (for PlayStation 2) and Memory Card (8MB) (for PlayStation 2) (each sold separately). The “Online” logo is a trademark of Sony Computer Entertainment America Inc. 


=e PlayStation.c 


BROAOBAND ONLY 


Violence 
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5. Prince of Persia 2 


> Action Winter > Ubisoft 

The sequel to one of last year’s greatest games already seems like it will 
certainly be even greater. With a darker storyline and a new fighting engine 
that lets you string together acrobatic fighting moves in amazing combina- 
tions, this game already rocks. 






“Bill, | can’t turn in pages right now -— I'm here Lucky showgoers got to put their mitts on the Hey, look who we ran into — PSM legend NGS3 CD in hand, we drove around looking for 
in Los Angeles at E3! I'll be back soon, okay?” games that will shape the year ahead. Stephen Frost! He still remembers us (sniff)... only the best LA restaurants (Fatburger). 
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“THIS IS THE ONLINE TITLE YOU 
~/ HAVE BEEN WAITING. FO 
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& Tom Claney's 





.t | oF . 
Ba : ie ig 
E : A ; 4 ! 
LEAD AN ELITE TEAM OF TEAM UP WITH A FRIEND IN SPLIT- 


COUNTER-TERRORISM OPERATIVES SCREEN CO-OP MISSIONS, OR 
THROUGH ALL-NEW MISSIONS. BATTLE HEAD-TO-HEAD ONLINE. 





oni aa 
Bod AVAILABLE FOR NEXT-GENERATION CONSOLES Pd 
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Meanwhile, PSM freelance writer Doug Truman Chris planned to use his “southern charm” on 
was mackin’ on the WWE's Stacy Kiebler. these girls, then he found out he was related. 
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Whoa, back to the babes — do you think she 
lets strangers snap photos in everyday life? 


Yow — hm, well. Methinks this booth babe is just 
alittle too scary. On to the next one, gents! 
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Worid. Wrestling 
Entertainment, inc. 





¢ 


4. Final Fantasy XIil 


>RPG & 2005 » Square 


After exploring a variety of different styles of RPG in X-2, X/ and Crystal Chronicles (GameCube), Square has returned 
to the heart of the Final Fantasy franchise with a trademark epic storyline, drop dead graphics, and gameplay ele- 
ments familiar to longtime fans, while also dropping in some innovative combat system features. 











Chris snuck into. Konami's private meeting room This year’s show had — no joke — more quality. Walking the show each day works up quite an Namco’s Taiko drum game is really cool — music ye 
to play /7G53, but the was caught on camera. games than any other, but less innovation. appetite. Much steak was needed... fans should definitely check this game out. SN 
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And what Sony booth would be complete with- “Is everyone here? The booty auction is aboutto “We havea winner! Mr. Bratcher, would you “Bill, | keep telling you — I'm here on business. 
please point to booty you'd like to pick?” Go back to Brisbane and wait at the office!” 


out a giant hanging PSP? None, we tell you! begin, so everyone get out your tickets!” 
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Either we've just spotted the one woman that’s Coming soon: PSM vs. CAPCOM! Basically, we Some may call this a sick fantasy, but forget We wrote about five different captions here, but 
turned on by games, or she’s really, really drunk, were the only group that hadn’t fought them. them — it’s OUR fantasy. : all of them would have gotten us into trouble. 
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3. God of War 


> Action »Spring 2005 »Sony 

Described by Sony as “Clash of the Titans meets Heavy Metal,” God of War borrows heavily from Greek mythology 
and focuses on weapons combat, powerful magic abilities, and grand exploration. The game looks great and could be 
huge when it hits in 2005. 





We do love Nintendo, but there’s no way a We later found out these girls have beaten every _ Believe it or not, these girls also wanted Kaiser’s When the going got too tough, we could always 
portable this size can compete with PSP. PS2 game, and had applied for Kaiser’s spot. spot. We all hate Kaiser now. Kaiser is bad. take five and chill our very own private room. 
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 §° EF GAME GUIDE 2004 


2. Metal Gear Solid 3: 
Snake Eater 


>Adventure >Winter > Konami 

Mmmm, tasty snake. Each year, Snake and company dominate E3. Judging 
by what we saw this year, the streak just keeps rolling. The game's brilliant 
outdoor stealth and camouflage gameplay is so cool and so unique, we're 
bound to see it copied by dozens of games at next year’s E3. 




















“Okay Mr: Skellington, like we practiced — jazz Chris meets with actual PSM readers to ponder This pic was actually snapped inside of a dream By the third day we were all a bit zombified 
hands!” Man, you're still not doing it right... the future of lock-on technology... Randy had after playing Shadow of Rome. — Randy took things a little too far, though. 














50 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #74 AUGUST 2004 / www.psmoniine.com 











Ad 1 > 35 74 3 Cee = a 





=f dl A ~ > : mG " 
‘ : ae et “eS “X > tk wm. v.. ‘ 
“ New “Ready To Brawl” Sootrels > Battle through the 70’s, BOs and 30’s in the SHOWDOWN Challenge » Ist Ever Classic Matches # 
y * Dver 20 Match Types including Table, First Blood, Ladder, Steel Cage, Battle Royal, Iron Man, Hardcore, Elimination and Many More! * 


IN STORES NOW 
Ake. , Aklaim’ 
SOMETANG wmashag| — /2YStation.c By 25 aumegenisshowionn an 7 AA fe la) 


www.acclaim.com 


Legends of Wrestling™ Showdown™ and Acclaim ® & © 2004 Acciaim Entertainment, Inc. All Rights Reserved. Developed by Acclaim Studios Austin. All Rights Reserved. ‘ “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox 
logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. 

















6° EJ GAME GUIDE 2004 





1. Grand Theft Auto: San Andreas 


> Action > Winter Rockstar 

Ah, the big one. What we learned at E3 is that the game is set in San Andreas (California), it takes place in the early 
1990's and the gangsta lifestyle feel is reminiscent of movies like Boyz in the Hood. It's another blockbuster in the 
making. Be sure to check out this issue’s MASSIVE feature on the game for all the details you could hope for... and 
then some! 





As the show wound down, everyone crowded When the show closed, robot Agent Smiths That's it, folks — another E3 is in the books. We = 
back into Sony’s booth for one last go. stormed in to force everyone out. Weird. couldn’t be more tired or excited. PS2 rocks! i: 


We can exclusively reveal with this image that 
our own Chris Slate is a character in Tekken 5. 
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3 2004: Hundreds of 
dazzling new games were 
on display, but to the dis- 
appointment of thousands 
of attendees, the biggest 
one, Grand Theft Auto: San Andreas, 
was nowhere to be seen. Well, that’s 
because the only copy was with us in a 
secret room upstairs — sorry, guys! 

A world away from the noisy, 
overcrowded convention hall, we sat 
surrounded by Rockstar’s top brass in 
a cool, quiet room on a comfy couch. 
The lights turned low, we anxiously 
awaited our first glimpse at new Grand 
Theft gaming goodness. We would be 
the first in the world to see more than 
just screens, to experience the actual 
game running on a PS2. Long seconds 
ticked by... and then... 

Y’know, | think we've gotten 
ahead of ourselves. Before we give 
you guys a detailed play-by-play of 
everything we saw, you need a general 
rundown of what G7A:SA is all about. 


> Sweet, 

CJ's older 

brother, 
takes the 
lead in trying 
to get back 
the gang’s 
old turf. 


In San Andreas, you 
can now dual-wield 
different kinds of 
weapons, like these 
uzis, here. 


A Different State of Mind 
Get this: San Andreas is five times 
the size of Vice City. Five times! San 
Andreas is actually a whole freakin’ 
state comprised of three main cities: 
the game starts in Los Santos (Los 
Angeles), San Fierro (San Francisco) 
offers steep hills for the craziest GTA 
jumps yet, and Las Venturra (Las 
Vegas) offers casinos and gambling. 
Plus, there's the vast countryside in 
between (mountains, freeways, rivers, 
etc.). The game world is so ridiculously 
massive, Rockstar has been forced to 
switch to a rare dual-layer PS2 DVD to 
fit it all on. We saw the full state map 
in-game, and Los Santos, roughly the 
size of Vice City, was only a tiny bit in 
the lower-right corner. Better clear 
your calendar when this game hits. 

Not only is Rockstar pumping up 
the quantity of locations, but they’re 
increasing the quality, too. There will be 
virtually no “filler” areas in the game 


www.psmonline.com / #87 AUGUST 2004 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE /55 


— every alleyway and intersection will 
somehow be interesting, with a much 
greater level of detail. Furthermore, 
despite the game’s amazing size and 
scope, there will no longer be any 
annoying load times while 
traveling from one area 
to the next, no long 
pauses while 
driving across 
bridges. In 
fact, the 
game only 
pauses 
while 
entering 


> A girl like this could 
only be from Vinewood, 
Los Santos’ very own 
version of Hollywood. 





an indoor location, and even then the 
wait is only a quick couple of seconds. 
For this reason alone, we'd like to go 
ahead and give Rockstar our $49. 
[CONTINUED NEXT PAGE] 



































































[CONTINUED FROM LAST PAGE] 
Missions, Story & Structure 
The game takes place in the early 
1990s, when gang warfare was at its 
peak in California. The player takes 
control of CJ, a member of a gang 
called the Orange Grove Families 

in east Los Santos. The tone of the 
game is, at times, more serious than 
in previous GTA titles, but you can still 
expect plenty of the series’ unique 
brand of humor and satire. 

Rockstar has focused on seamlessly 
blending missions and off-duty events 
to give the game more of a real-world 
feel. For example, you can stop in the 
middle of most missions to do other 
things on the side, such as recruit your 
own small gang to go on four-person 
drive-bys. Furthermore, you can 
make missions easier by training and 
improving CJ's skills, such as driving 
and shooting. Everything in the game 
now ties together, giving the game 
world a more even, unified feel. 

There are tons more interior 
locations this time, and the develop- 
ers at Rockstar have gotten serious 
about making each one worth a visit. 
You'll be able to eat at restaurants, 
rob houses, gamble in casinos and 


and 
G OF 


ag 
AnAnoreay 
AT A GLANCE 


WHaT & WHEN 

Shipping in October, the game is set in 
90's San Andreas, a state containing 
versions of Los Angeles, San Francisco, 
Las Vegas and miles of countryside in 
between (deserts, mountains, rivers, 
and miles of interstate freeway). 


You ARE... 

Carl Johnson (“CJ”), who returns to his 
old east Los Santos gang, the Orange 
Grove Families, after spending the last 
several years in Liberty City. 


Now You CAN... 

¢ Eat at restaurants (and get fat) 

¢ Work out at the gym to get buff 

¢ Improve your character’s skills 

¢ Get haircuts 

° Ride a bike (tap X to pedal) 

e Wear lots of new outfits 

¢ Buy and build buildings (much more 
to this than in Vice City) 

¢ Gamble at a casino 

¢ Break into houses to steal cash 

¢ Swim (crashing into water is no 
longer instant death) 

¢ Dual-wield multiple gun types 

¢ Recruit your own gang to help 
out on missions 

¢ Do four-person drive-bys 

¢ Lots more still a secret 


IMPROVEMENTS 

e Five to six times the size of Vice City 

¢ Crammed onto a rare dual-layer 
PS2 DVD 

¢ No more loading between areas 

¢ New graphics engine 

e 35-50% more polygons on-screen 

¢ Longer view distance 

¢ Real-time reflections 

¢ New lighting effects & realistic 
shadows 

¢ More detailed textures 

¢ More realistic animations 

¢ Each character has a “brain” 
(better Al) 

Cu (oye Cclnvem ef=lacciy Mm acelele) mm (overs t(e) ny 

¢ More mini-games 

¢ Improved gun targeting 
(Manhunt-style) 

Better hand-to-hand combat; more 
fighting stances and attacks 

¢ Each weapon now offers a vastly 
different play experience 

¢ New “Impact Animation System” 
(rag-doll physics) 

© Much wider range of vehicles 

Improved vehicle physics 

e Vehicles get rusty and dirty 
as time goes by 
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loads more. You'll also be able to buy 
and build property to a much greater 
degree than in Vice City. 

To create more realistic character 
animations for the cinema scenes, 
Rockstar built the biggest motion 
capture studio on the east coast. Also, 
the developer teases that we'll see 
familiar characters and locations return 
from past GTA games, and even more 
references will be mentioned. 

All of the characters in the game, 
from prime contacts to street filler, now 
have “brains,’ as Rockstar puts it. This 
means that everyone will react more 
realistically to whatever is going on, 
and you can expect to get a lot more 
out of people watching. An average 
pedestrian will have roughly six times 
as much dialogue as in Vice City. 

As far as the game's basic structure 
goes, here's one last bit of intriguing 
info: for the first time in the series, the 
game will automatically adjust its dif- 
ficulty if the player gets stuck. We were 
a little concerned about this at first, 
worrying that failing a mission a few 
times will result in the game letting us 
breeze right through. Rockstar assures 
us, however, that the adjustments will 
be minimal and almost entirely invisible 





CJ returns home to pay 
respects to his late mother, 
but gets pulled back into 
the gang life he left behind 
five years ago. Up against 
cops, rival gangs and 
internal strife within his own 
crew, will CJ be able to beat 
the odds and stay alive long 
enough to make his mark in 
San Andreas? 


to players. Their goal here is to make it 
possible for more people to reach the 
end of the game rather than get hung 
up on frustratingly impossible missions. 


Other Cool Bits 
San Andreas struts along with a sleek 
new graphics engine boasting real- 
time reflections in mirrors, cars, and 
windows, new lighting effects, and 
realistic shadows. Even better, the draw 
distance is twice as far as before in the 
city and four times that in the country, 
so you can see way into the distance 
without as much annoying “pop-in’ 
Here’s a gameplay revolution for 
you: at least once every couple of days, 
your character has to eat. If you skip 
meals he'll become thin and weak, 
and if you feed him too much he'll get 
slow and fat. There's a wide selection 
of different foods and restaurants, 
so what you eat will count, too. Your 
weight will affect your physical abilities 
and how people view you (expect some 
nasty insults if you put on too many 
pounds). If weight becomes an issue, 
you can take CJ to the gym to get buff, 
and the extra strength will power up 
his punches. Bulk up too much, though, 
and he'll lose some speed. 





For the first time in a GTA game, 
players will be able to customize 
their character to their liking. Here’s 
just a sampling of the many different 
aspects you'll be able to change: 


Hairstyle e Physique 
Weight ¢ Driving Skills 
Clothes © Possessions 
Weapon Skills © Character 
Relationships © Start a small gang 








KENDL JOHNSON SMOKE out in an undershirt and baggy slacks 
Kend! has been at odds with her This big boy is a part of Carl's old with arm tats, a buzz cut, a lowrider 
Here's a quick look at the brother Sweet in recent years, adding crew and a longtime friend of the Bea bis 
first few members of what’s ___ to the family’s disarray. Johnson family. 
sure to be an enormous cast THE FLATS & THE BALLAS 
of characters... RYDER FRANK TENPENNY & CJ and his gang, the Orange Grove 
An old friend of CJ’s, Ryder has a EDDIE POLASKHI Families, mean to take back the turf 
very short fuse and These dirty cops know CJ back from _ these rival gangs have taken over. 





CARL JOHNSON (‘CJ’) 
After five years in Liberty City, CJ 
returns to Los Santos when his 
mother is murdered. He reunites 
with is family, friends, and his old 
life. Carl’s old gang, the Orange 
Grove Families, is a mess, under 
attack from both outside and from 
within. Carl doesn’t really want 
to go back to his old life, but he’s 
dragged back in. 






a serious mean his stay in juvenile hall, and start 
streak. causing trouble for him the moment 
he returns to Los Santos. 











OLD REECE 
Carl’s old barber. CJ can stop by 

Reece's any time he wants to flash 
a new fade or fro. 










CESAR 
s.. This Latino character remains a 

Ses mystery, but we've seen 
> him decked 






SWEET JOHNSON 

Sweet, CJ’s older brother, takes a 
leadership role in trying to return th 
Orange Grove Families’ former . 
glory. Sweet blamed CJ for 4 
their younger brother 
Brian’s death five years 
ago, causing a rift 
between them that's 


8 : | ; A Can Sweet put aside 
just starting to heal. ; : : his grudge with CJ to put 


the gang back on top? 
























BRIAN 


JOHNSON 
CJ’s ten-year old® 
brother Brian 
died in a tragi 
accident, 

sending CJ 
to Liberty 
City for five © 
years. 





ET TH ~ For the first time in the GTA series, you can 
Gea Pere Loe ct oi inetone soo) 
COTIEINTE g 








A These Ballas are 
not happy that CJ is 
standing in their hood. 








o there we were in the dark, quiet 
room above the E3 convention 
center, about to get our first look 
at the year’s biggest game. The PS2 
powered on, and there was CJ staring straight 
at us outside his home in east Los Santos. CJ 
has just arrived at his old neighborhood after 
being picked up at the airport by his “old 
friends” Frank Tenpenny and Eddie Polaski. 
These crooked cops dropped CJ off in a rival 
gang’s turf and CJ had to steal a bike and 
pedals his ass out of there. Now safely back in 
his own neighborhood, CJ visits Ryder, a former 
member of his crew. Here we get our first look 
at one of the new mission-intro cinemas. 











Ryder is already furious about something when 
CJ walks in. Ryder spots his old friend... 


RYDER: “Man, what’re you doin’ here? 

CJ: “Yo, I’m seein’ my homie!” 

RYDER: “Hey homie — hey, it’s good to see you 
back, man?” 

CJ: “Oh, no homie love, no hug?” 

[they hug; CJ notices Ryder has a gun] 

CJ: “Yo, why you armin’ yourself, man?” 
RYDER: “Man, some liquor store keeps paintin’ 
over my graffiti, man! My writin’ is beautiful! 
Teach the owner a lesson! This is the Families’ 
hood! You down?” 

CJ: “I’m always down” 

RYDER: “Yeah? Hmm... let’s go, homie” 


CJ and Ryder get into a pickup truck and head 
for the Well-Stacked pizza parlor. But, on the 
way, CJ decides he needs a haircut. This is an 
example of how players can now stop and 

do side things during a mission. CJ parks on 
the curb and enters a barbershop where he’s 
greeted by Reece, his old barber. CJ sits in the 
chair and Reece gets to work, showing him how 
he would look with various different hairstyles. 
CJ settles on a flattop. 

When CJ walks back outside, Ryder makes 
fun of his new haircut. Ryder, who had been 
leaning back on the truck, waiting with arms 
folded, now motions for CJ to follow him 
across the street to Well-Stacked Pizza. He 
tells CJ to walk up to the counter and order a 
pizza to distract the clerk. CJ checks out the 
menu — the “Buster” isn’t enough food. The 
“Double Deluxe” is getting there, but not quite. 
CJ settles on “The Full Rack”, a meal that can 
satisfy any appetite. He puts down his cash 
and starts to eat. As he does, Ryder pulls his 
gun and walks towards the counter to scare 
the clerk for some cash. CJ decides he doesn’t 
want any trouble and tries to talk his man 
down when the clerk, realizing what's about to 
go down, pulls a shotgun out from behind the 
counter and opens fire on them. CJ and Ryder 
race out the front door, hop into the truck and 
take off for home — mission over. 








Skipping ahead in the game a little, this mission 
takes place after CJ has met up with his old 
gang, the Orange Grove Families. Four of CJ’s 
old friends are planning to take back some of 
their street cred from the Ballas, a rival gang, 
when CJ enters the room... 
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RYDER: “I can drive as well as CJ man, I’m 
telling y— oh, hey, what’s up, homie?” 

[CJ enters the room] 

CJ: “Yo, what’re you sayin’ about me, homie?” 
RYDER: “I’m sayin’ that east coast make you 
drive like an idiot, homie! Man, you always 
crashin’ cars and s---, and now somehow you 
back. All it is, is ‘CJ drive there, Carl drive 
there” 

SMOKE: “Man, why don’t you take it easy, 
dude?” 

RYDER: [To CJ] “Look, no offense man, but you 
can’t drive for s---!” 

CJ: “Well thanks, man! No, no, no — say what 
you really mean!” 

SMOKE: [To Ryder] “You're such a good gun 
there homeboy, you gotta ride shotgun. So CJ, 
what's what?” 

RYDER: “Hey, you're right — yeah, CJ, you can 
drive homie, c'mon? 


So, CJ gets behind the wheel of a four-door 
and his crew get in. His car is rusty and dirty 
(which can happen to any car in the game 
after a while). CJ, Ryder, Sweet and Smoke ride 
around east Los Santos until they come across 
a group of Ballas hanging out by a park. At this 
point, things go nuts as we get our first glimpse 
of San Andreas’ new four-person drive-by. The 
animation system here is really impressive, as 
your crew will automatically aim, re-aim and 
duck in and out of different windows as you 
change your car’s position. While his crew is 
shooting, CJ has to keep the car moving so the 
Ballas can’t get a clear shot. CJ and the boys 
continue to cruise around the neighborhood, 
mowing down groups of Ballas as they come 
across them, until they cause enough chaos 

to attract the cops. To shake ‘em off, CJ drives 
across town and ducks into a Pay & Spray shop. 
Mission accomplished. From now on, whenever 
a member of the Orange Grove Families goes 
into Balla territory, there’s sure to be trouble. 






fe a 
We skip ahead a few more missions to find CJ, 
Ryder and Smoke laughing and watching TV. 
CJ’s older brother Sweet walks in... 


SMOKE: [To Sweet] “Hey, what's up, yo? What’s 
up, man?” 

SWEET: “Hey, turn that TV off right quick. Listen 
up fellas — like we were sayin; no more base in 
the streets’ 

SMOKE: “Finally!” 

SWEET: “Yeah. We gon’ unite the families once 
more. The Flats been pumpin’ our guys fulla 
base for too long while we argued amongst 
ourselves. Now, all the family sets are gon’ 
meet at the St. Brutus Motel. | say it’s time we 
went down there and made it official: keep that 
s--- off our streets. I'll go. I’m our representa- 
tive on this one” 

SMOKE: “Hey, it’s all good. Sweet, think you 
can handle this? I’m down with you” 

SWEET: “Alright — let’s roll, homies” 





y Ryder waits for 
CJ to get his haircut 
during “Menace.” 


When the Orange Grove Families fell off, a new 
gang called the Flats moved in and flooded the 
streets with drugs. Sweet decides it’s time to 
take back the turf, so he’s going to a nearby 
motel where the heads of each of the families 


are meeting. CJ drives the crew over there. 
[CONTINUED NEXT PAGE] 








[CONTINUED FROM LAST PAGE] 


Sweet goes into the motel, leaving the 
other guys to wait in the parking lot. 

A few moments later, however, the 
place is overrun by cops — a rival gang 
must have ratted them out. Patrol cars 
and motorcycles pack the parking lot, 
and a helicopter keeps an eye on things 
overhead. Smoke and Ryder can’t handle 
the heat and take off in the car, but CJ 
won't leave his brother Sweet — he runs 
straight into the chaotic motel. 

As CJ enters, a wounded gang 
member tells him he’s seen Sweet in the 
back. CJ equips his shotgun and we get 
our first glimpse at the game's improved 
targeting system. The camera now 
zooms up closer behind your character, 
giving more of an over-the-shoulder 
look at what CJ is firing at (it’s similar to 
targeting in Manhunt). CJ shows off his 
strafing ability on a few cops, as well as 
his new ability to target headshots with 
standard guns. As CJ continues to run 
down a long hall, girls occasionally run 
past him from room to room, hunched 
over and panicking. Cops bust in through 
windows and crash through a skylight, 
rappelling down to the floor. CJ blasts 
them off their ropes one by one before 
finally reaching the room his brother is in. 
The way back is too dangerous — their 
only chance is to escape to the roof. 

Up on the roof, though, CJ has to 
deal with a SWAT chopper. CJ blasts it 
over and over with his shotgun until the 
whirlybird explodes and comes thunder- 
ing down. CJ and Sweet make it back 
down to the street, where they're lucky to 
find that Smoke and Ryder have circled 
back around for them. CJ hops in the 
backseat and trades driving for shooting 
— it’s his job to keep the cops at bay. 

This next part of the mission is first- 
person shooting, where CJ keeps the 
cops at bay while someone else steers 
the car. As your crew makes its getaway, 
CJ shoots up countless police cars, heli- 
copters and motorcycles. Eventually the 
guys run into a roadblock and have to 
take a detour through a long alleyway. 

At this point an eager cop leaps onto 
the hood, while at the far opposite end 
of the alley, a police chopper dips its 
nose and flies towards the car, its blades 
angled down. It turns out that the blades 
are only low enough to reach the cop 
who's kneeling on the hood though, and 
he’s chopped into several nasty chunks. 
Once past the chopper, CJ and his crew 
are home free. The mission ends, and 
unfortunately, so does our demo. 

Seeing the game in action left us 
absolutely stunned. Rockstar has gone 
above and beyond expectations. This 
is the result of a developer with nearly 
endless ambition and resources giving 
it their absolute all. October suddenly 
seems a lifetime away. 








b 
Poe PRur, 


\ 





The cops don't take any crap in east Los i aa 
2 


4 CJ storms the cop-filled motel to save his brother Sweet. 





menses 


Thanks to the improved skeletal 
structure of the characters and the improved 
animations, you can even see CJ chew gum. 


non rercansiied ble ii Re a 


CJ is only the driver in the first missions we've seen. 


. Did we mention just how determined the cops are now? 


ae , nai iv. 
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Four-person drive-bys are vicious to see, and 


technically very impressive — you'll love it. 






































VITAL STATS 
Aaron Garbut 
Art Director, 
Rockstar North 

_ [Based in Edinburgh, 
Scotland] 


WHY YOU CARE 
__ Aaron is in charge of every- 
thing you see in the game. 
Together with the rest of 
the Rockstar North team, he 
helps shape everyone's ideas 
into a real game world. 


PAST CREDITS 
Grand Theft Auto 3 
Grand Theft Auto Vice City 


PSM: In your mind, what is the 
Grand Theft Auto “look?” 
It’s an intensified, distilled, vision 
of reality. Our world is America 
seen through TV and film with the 
color, brightness and sound turned 
up. It’s a kind of visual sound 

byte. Everything is a caricature, an 
exaggeration of the world. For me, 
the main constant is the color, the 
way the weather and time of day 

tie the world together with light, 

; but they’re also continually 
changing. Each game 

_ builds on the one 
before, and evolves, 
but | think it’s 
always obvious 
: what’s gone 

~ before. 


PSM: What new 
challenges did 
you face due 

to San Andreas’ 
enormous scope? 

~ This time we have 
something like 16,000 
unique objects and 
buildings that are used to 
build the world — that’s 
a lot to keep track of. 

The scale of the landscape 
means that actually learning 
the world is a job in itself. | 
knew every square inch of 
Liberty City in Grand Theft Auto 
Ii and Vice City, and could 

see it with my eyes 
shut. San Andreas is 
different; it’s taken me 
a year just to get to 
know the world to the 
same level. There’s an 
amazing amount to see 
and do and it’s all 

so very diverse. 

This diversity has also 
been a huge challenge. Any game 
I've played in the past that attempts 
anything like this sense of scale 
does so either by making the world 
very sparse or with endless repeti- 
tion. This just isn’t the case here, 
there’s almost as much diversity in 

San Andreas as in reality. 


Photograph by 
Andy McLandish 


PSM: The GTA series keeps an 


interesting balance between realism 
and satire, drama and comedy. 
Design-wise, how do you decide 
where to draw the line? 

| think the series is a reflection of 
all the personalities who work on 

it. It’s easy to see little bits of every 
single person in the games. There's 
never really any need for something 
as black and white as drawing a 
line. Every decision is really a happy 
medium between the opinions 

or idiosyncrasies of the people 
involved. Almost every aspect of the 
game is based on reaching a point 
where everyone involved thinks that 
the very best decision has been 
made. We work within a very flat 
hierarchy here, where everyone's 
opinions are equally valid and | 
think that pays off for us. 


PSM: Can you talk about your 
approach to making the GJA titles 
feel like worlds within themselves? 
They are worlds within themselves. 
It’s that simple. We always think of 
them as real places and we have 
taken this to a new level this time. 
There are hundreds of companies 
and hundreds of products within 
the game, and all exist with their 
own advertising, product placement, 
and particular stores that carry 
particular lines. There’s so much that 
this time we had to have somebody 
in charge of keeping track of all 

this information. Basing a game on 


a fantasy version of the real world 
gives so much scope to this side 
of things. With the G7A games, 

we basically get the opportunity 
to reinvent the world, only a little 
brasher and hopefully a lot funnier. 


PSM: How did you approach this 
game differently than past titles? 
The main difference was that we 


GTA O&A: 


San Andreas’ Art Director gushes about his biggest challenge yet 


pushed ourselves even more than 
we ever have in the past. We've 
never taken the easy way out, 

and we've always tried to put as 
many of the ideas that we liked 

into our games as possible, but 
inevitably some never made it. This 
time | honestly struggle to think of 
something I'd like to see in the game 
that isn’t already there. 

The depth of the research has 
increased significantly. We started 
the project by flying the entire team 
across to LA, armed with cameras 
to capture and experience as much 
as possible. Then it was road trip 
time. We traveled to the other cities 
in a huge convoy of Lincoln Town 
Cars; it was very intense. The guys in 
New York hired a team of full-time 
researchers who help us with every 
detail. Making sure clothing, char- 
acters, vehicles, buildings and even 
the smallest of objects are correct. 
This level of obsessiveness, while 
probably not healthy, makes a huge 
difference. It helps make sure every- 
thing fits in properly, and together 
all the small details add up to a big 
part of the experience. 


PSM: Has the San Andreas art team 
snuck in any special pictures or 
messages for fans to find? 

Of course! The game is packed full 
of them — I’m not giving anything 
away, though. 


“This time I honestly struggle to 
think of something I'd like to see in 


the game that isn't already there’ 


PSM: Finally, what aspect of San 
Andreas are you most proud of? 

| think it has to be the sheer amount 
of content. It's one hundred games 
in one. There's so much there. We 
work with the concept that we 
create a playfield and toys and let 
the players enjoy themselves. This 
time around we've given away an 
entire toyshop. 
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Turn on over to these 
big games NOW! 
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Devil May Cry 3 pg. 74 


tO 


Star Ocean Ill pg. 73 
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O 
Boldly going where f 
Final Fantasy game 
has gone before 


asily the most popular and recog- 

nizable role-playing franchise in 

the business, Final Fantasy has sold 
nearly 60 million units worldwide for 
more systems than many of us can count. 


Despite its undeniable and infallible 
popularity, Square Enix has decided 
that it’s time to give its flagship series 
a complete and total facelift; making 
the game have more in common with 
the recently released online effort, 
Final Fantasy XI, than that of its single 
player cousins, Final Fantasy X and 
2. Best described as an online RPG 
without the online attachment, Final 


Fantasy XII is certainly something 
much different than we're used to. 
You can thank Yasumi Matsuono 
— the same man responsible for such 
legendary genre titles as Final Fantasy 
Tactics, Ogre Battle, and Vagrant 
Story — for Final Fantasy XII’s new 
vision. A big fan of online games 
and the deep level of strategy they 
provide, Matsuno is not so much a 


Lf 


A To call FFXII an epic would truly 
be an understatement. 


4a a 
A Facial expression is at an all-time high. 


supporter of the more social aspects 
that the medium provides. With that 
in mind, the talented creator has set 
out to make the twelfth iteration of 
Final Fantasy feel as though you're 

in control of other living characters 
without the hassle of needing to meet 
them with your Broadband Adaptor. 


Once Upon A Time... 
Though Final Fantasy XII takes place 
in the same world as last year’s 
Game Boy Advance hit, Final Fantasy 
Tactics Advance, it has no relation or 
connection to that game whatsoever. 
Instead, Matsuno has gone on record 
and stated that the world of Ivalice is 
a gigantic and ancient place, with the 
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<< SQUARE ENIX HAS DECIDED THAT 


IT’S TIME TO GIVE ITS FLAGSHIP SERIES 
A COMPLETE AND TOTAL FACELIFT >> 
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A Penelo’s a looker, all right. 


Y Nothing goes better with a miniskirt 
than a thigh holster. 


events of Final Fantasy XII happening 
in a much different time period than 
those that provided the backdrop for 
Square Enix’s GBA title. 

The events in question center on a 
would-be sky pirate named Vaan and 
his outspoken girlfriend, Penelo. Both 
orphans to a Great War that ravaged 
their homeland in earlier years, Vaan 
and Penelo have a deep hatred for the 
merciless group of invaders known as 
The Archadians. A massive conquering 
empire that has laid waste to every 
kingdom in the land, the Archadians 
have now chosen the township of 
Dalmasca as its next fateful target, 





other Square heavyweights like 
Sakaguchi, Kitase, or Uematsu, 
but give him time. During his 
illustrious career, he’s been 
responsible for a bevy of high- 
quality software that left fans 
wondering how long it would be 
before he finally got a shot at 
Square Enix’s bigger franchises. 
Check out some the more 
notable games from his resume 
below to see why: 
° Ogre Battle (SNES, 1993) 
© Tactics Ogre (SNES, 1995) 

























but Vaan has had enough, and it’s ae ities a 
with this invasion that things begin H ne, 
to get interesting. Yasumi Matsuno © Vagrant Story 

Rather than go head-on against Final Fantasy XIl’s director and (PSOne, 2000) 
the Archadians, however, Vaan decides _ Visionary, Yasumi Matsuno, may ° Final Fantasy Tactics Advance 
to go another route by sneaking into not have the same recognition as (GBA, 2003) 
the city of Rabanastre in an effort 
to rob the Archadian Consul of his his pushy consort, two smoking hot friendship pacts that powered the 
treasures. Just as Vaan is about to do female supporting characters named themes of Final Fantasy VIII and X so 
so, the people of the city decide to Ashe and Fran, and a macho Sky strongly; Final Fantasy XII is all about 
rise up against the Consul and wage Pirate called Balthier. the next Great War and how the two 
war against the palace. From here But don’t expect the same kind forces deal with one another. 
on out, Vaan must join forces with of tenderhearted love triangles or CONTINUED ON NEXT PAGE 


www.psmoniine.com / #87 AUGUST 2004 / PSM:100% INDEPENDENT M. 


‘ 


AGAZINE / 63 





®° PREVIEWS 


CONTINUED FROM LAST PAGE 


Out with the Old, 
in with the New 


It goes without saying that what 
makes Final Fantasy XII so drastically 
different than past single player 
efforts in the series is its all-new 
battle system. Now sporting a fully 
rotational 3D camera that can be 
controlled and manipulated by the 
user in real time, FFXI/ is no longer 
the stationary beast we once knew. 
What's more, players can now provide 
their teammates with scripts not 
unlike Bandai’s .hack series that allow 
them to engage the enemy with a 
real and varied strategy that can be 
specified from battle to battle. Known 
as “Gambits”, these Al commands are 
definitely among the more advanced 
that we've seen, and proved a lot 
more useful and dynamic than that 
which was used by Kite and company 
in Bandai’s game. 

Those scripts aren’t the only 
changes, by any means. Players can 
also jump from character to character 
on the fly and control whomever they 
want individually. More hyperactive 
users can even move around the 
battlefield in real time to flank and 
attack their enemies while waiting for 
the turn-based ATB system to allow 
them their chosen attack. 

Long range and projectile-based 
assaults are also important new 
aspects to Final Fantasy XII’s combat 
system, as is the fact that Square Enix 
has finally done away with random 
enemy encounters. That's right, folks, 
from here on out, you can actually 
see those monsters beforehand and 
choose not to engage them at all. 
Granted, it isn’t the first time the 
franchise has gone in this direction 
(Mystic Quest and FFX/ also used this 


Before Crisis: 
Final Fantasy VII 


Square Enix’s high profile DVD/PSP 
movie Final Fantasy Vil: Advent Children 
may be grabbing all the attention, but 
the creative folks from Japan have 
another, less obvious FF7 spin-off in 

the works as well. Known as Before 
Crisis: Final Fantasy VII, this prequel is 
set six years before the Mako Reactor 
incident at Shinra and allows players 

to assume the roles of various Turks in 
their adventure all over Midgard. Up to 
three players can even play at once for 
cool team-based attacks! So why haven't 
you heard much about this until now? 
Simple: It’s only available for DoCoMo 
cell phones and currently has no plans to 
reach shores outside of Japan. 










nS = e. : ee a. i 
A Apparently there’s a lot of reflecting on 
doors in Ivalice. 






4 A free cookie for anyone who can guess 
the theme of this picture. 


A Don’t do it, Vaan, it screwed Jack over 
big time. 


A The Archadians are real bad asses. 


A Contrary to this screenshot, Besaid is not 
in the game. 


A The level of detail in FFXII seems to be 
the highest yet. 





~ 


4 He’s really just the sensitive type. 





x 


4 Another beautiful landscape from the world of Ivalice. 


approach), but this is the first time 

in the series’ history that random 
encounters have been removed from 
a direct single-player sequel. 


Best of the Best? 


With Square Enix pushing out a 
boatload of new RPGs over the 


next several seasons, Final Fantasy 

XII already has an abundance of 
competition from within its own 
company (Fullmetal Alchemist, | 
Kingdom Hearts II, Star Ocean: Till | 
the End of Time, and Dragon Quest 

Vill, to name a few), let alone its 

various competitors. 





A ee ii 
A Not only is he old 
and regal, he j 
master at balancing ior ord 
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4 Expect the relationship between Vaan and Penelo to 
be turbulent. 


A Fran may be unusual looking, but you'll get nowhere te ek 
in the game without her. Square Enix is world renowned for its high quality CG. 


> Why are a lot of RPG 


That thought will probably leave it’s sure headed that way. We'll keep feavoines uaean tied? 


many of you wondering if Square you updated in the coming months. 
Enix’s probable last hurrah for the JEREMY DUNHAM 
PlayStation 2 will truly stand out 

when its ships to retailers next year. = 


Though we definitely can’t say it will a re b 
i A completely reworked Final Fantasy set in 7 “ ‘ 4 Balthier’s tastes run 

is loa aaee Weecan tell oe the world, What more could you ask for? 247 Van ay to ornate Vests and biz, 

that, based on what we've seen so far, ay saweadoft chotiuns: 


Connections 


While no Final Fantasy title up until last 
year’s X-2 ever served as a direct sequel 
to one another, several of them have 
hinted at the other games’ existence in 
various instances: FFXII’s reuse of the 
Tactics Advance world of Ivalice is just one 
example, but Final Fantasy Vil has been 
referenced several times. Here are some of 
our favorite connections from the various 
Final Fantasy titles that prove it: 
° Final Fantasy Tactics: One of the game's 
hidden characters is FFVII’s Cloud. 
He was in Square's fighter Ergheiz, too. 
Neat, huh? 
¢ Final Fantasy Vill: There is a store in 
Esthar known as “Cloud’s Shop” — an 
obvious allusion to the hero from the 
previous game. 
° Final Fantasy X-2: In Chapter 5, 
the character Shinra hints at discovering 
something eerily similar to FFVII’s 
Lifestream. If you remember, the 
company that was using 
the Lifestream in its 
reactors in FFVI] was 
known as Shinra. 
Coincidence? 
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4 Expect the same level of production 
quality present in most EA titles to help 
accurately model Goldfinger’s many pores 
and wrinkles. 


& It looks like Red Faction, but it’s not. 
Rogue actually focuses more on scripted 
events to deliver rolling excitement. 


hy save the world 

when you can rule 

it with an iron fist? 

Tired of saving 

Earth’s populous 
from maniacal super villains? Want 
to be one? Rogue Agent answers the 
evil plea of gamers everywhere by 
focusing on the exploits of one of 
MI6’s newest gone bad. This shunned 
00 with a synthetic eye joins the ranks 
of Goldfinger’s legions to combat Dr. 
No, fellow Earth archenemy, in a sort 
of evil civil war powered by an E.V.I.L. 
artificial intelligence. 

Unlike Rare’s Bond, Rogue Agent 

focuses more on Halo-like combat 
than it does any kind of stealth. A cor- 
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nerstone of the action is E.V..L.—a 
coined acronym that describes the 
game’s Emoting, Visceral, Intelligent, 
Learning Al schema. Enemies in 
GoldenEye, while playing off scripted 
'¥ Since exploding people wouldn’t sit well 


within EA’s Teen rated catalog, Rogue Agent 
will focus on exploding things by people. 


www.psmonline. 
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& You won't be the only one reaching for meat shields: Dr. No’s 
henchmen will grab lesser henchmen to defend their lives. 


COLDENEYE 


wonders like the crash of a helicopter 
into the roof of Fort Knox, will also 
dynamically take cover, use human 
shields, reinforce positions, and apply 
extra doses of collaborative force 
when pressured. They are the ruthless 
servants of Dr. No, but you are a 
ruthless servant of Goldfinger... 


To battle these lowlifes, players will 


wield assault rifles, take living shields 
of their own, toss men off precipices, 
utilize preset environmental hazards, 


A Short, stubby, stylish, and lethal, OddJob 


is just the way we like our villains, especially 


if we can be him. 


Online Goldeneye that gets back to FPS 
basics means something neat, we think. 


_— 


Quite possibly the 
most anticipated 
sequel of all time 


and earn points based on cruelty 
— points used to purchase ocular 
enhancements of currently 
unknown capabilities. 

By focusing less on the perfunc- 
tory hybrid gimmicks of most titles, 
Rogue Agent hopes to deliver a more 
refined million-selling Bond title. Of 
course, it helps that EA has com- 
missioned its designers to accurately 
model famed Bond characters of 
yore, like Xenia Onatopp, Oddjob, 
Scaramanga, and Pussy Galore for use 
in team-based multiplayer matches 
akin to Counter-Strike. IVAN SULIC 


q 


While not entirely destructible in 
the way Red Faction’s maps are, 
Rogue Agent promises levels 

so interactive, gamers won't be 
able to help but blow things up. 
It’s an objective of the team — it 
seems — to create consistently 
Matrix-like “lobby fight” environ- 
ments, where bullets do things 
to just about everything. 





WHOEVER 
WINS... 


E- 
LOSE. 


WwW 


ALIEN VS. PREDATOR 


08.13.04 
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Don’t worry, there are still 
plenty of Heartless to whack. 


Ea 


. “<OMMAND. 
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KINGDOM HEARTS i 


Back to the wonderful world of Disney... and Square 


¥ Mickey will 

_ play amore 

| prominent 
role this time 
around. 
Could that 

» mean that 
= he’s playable? 


a iis i yervailar 
set of bad guys |S 
separate from the 
Heartless. How, we 
don’t know yet. 
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hen your upstart RPG 

franchise sells more 

than four million copies 

worldwide, it goes without 

saying that the sequel had 
better bring a couple cans of whoop-ass 
should it hope to match it. With Square 
Enix’s Kingdom Hearts II, that’s exactly 
the goal, as director Tetsuya Nomura and 
Producer Shinji Hashimoto aim to incorpo- 
rate everything that made the first game 
great while improving on it to make the 
experience even better. 

Set a full year after the events of the 
original title, Kingdom Hearts II looks from 
the outset to be a much darker tale than 
the first; with lead character Sora donned 
entirely in black, he joins pals Donald and 
Goofy in his ongoing quest to find King 
Mickey and stop the Darkness for good. 


www.psmonline.com 


Along the way, our heroes will once again 
meet up with such recognizable Disney 
characters as Hercules, Ariel, Peter Pan, 
Aladdin, Belle, and the Beast, in addition 
to a number of brand new personalities 
that were still being kept a closely guarded 
secret as we went to press. There have 
been rumors that the Disney-released Pixar 
films’ characters may make an appearance, 
which would ... what’s the phrase | want? 
Oh yeah... it would ROCK THE HOUSE! 

Of course, Kingdom Hearts II will also 
bring several of our favorite Final Fantasy 
characters back into the mix as well, with 
Final Fantasy X’s resident Sin-smasher 
Auron leading the pack. Unfortunately, 
Square Enix is remaining hush-hush as to 
what other FF characters are included in 
the game. It has been discovered, though, 
that Sora and company will indeed find 





PREVIEWS e¢ 


Kingdom Hearts Final Mix 


Released only in Japan, Kingdom Hearts Final Mix had a ton 
of cool stuff that fans on this side of the Pacific would die 
for. While these additions ranged anywhere from purely 
aesthetic (new menu screens, bonus Final Fantasy X-2 
trailer) to gameplay-affecting (additional difficulty setting, 
Sora turns transparent when the camera is directly behind 
him), none of them were as cool as the bonus Sora 
mini-statue and Nomura-drawn card calendar that were 
included with the limited edition boxed set. Other special 
goodies included new cut scenes, new enemies, additional 












4 Looks like that evil Hades guy is up to no 
good once again. 


themselves up against some all-new 
bad guys in accumulation with the 
returning Darkness; more specifically, 
the redheaded enigma known as Axel. 
Apparently, Axel will play an important 
role in the Game Boy Advance version 
of Kingdom Hearts (called Chain of 
Memories), too, but other than his 
identity as one of the mysterious 
cloaked men from the hidden Deep 
Dive video, nothing else about him is 
known. 

But secrecy is something that 
Square Enix is reaffirming with 
Kingdom Hearts II, as the team has 
managed to keep even the most 
hardened of snoops from finding out 
too much about its progress. Even so, 
we did manage to confirm that the 
game's battle system will be vastly 
improved over the original with the 
inclusion of a “Drive Meter” that we 
can only guess affects the player's 
combinations and special attacks. 
Director Nomura has also gone on 
record and stated that the combat 
system will be much more strategic 
than it was before, with an abundance 
of interactive objects littering the 
environments, in addition to a 
reworked summoning mechanic. 








items and weapons, and various character tweaks. 







¥ Kingdom Hearts II will have no shortage 
of glorious color. 


i 





some crazy new maneuvers. 


Sadly, we still don’t know whether 
or not the problematic camera has 
been fixed, as the troublesome 
lens would often readjust itself at 
inopportune times during battle and 
make seeing the action very difficult. 
Based on preliminary discussions with 
those close to the project, however, 
we have discovered that the team is 
very much aware of the camera issues 
from the first game and is exploring 
possible alternatives for the sequel 
(though nothing is official yet). 

Needless to say, Kingdom Hearts II 
is already well on its way to becoming 
one of the biggest PlayStation 2 titles 
of 2005. With more than enough time 
to iron out any potential problems and 
plenty of fan support, Square Enix has 
an almost surefire hit on its hands. 
The real question is just how much 
of an improvement over the original 
game Kingdom Hearts II will be. Then 
again, will the lack or abundance of 
improvements really matter to throngs 
of adoring Square fans? Jeremy DUNHAM 
SSS ae 





Kingdom Hearts Il may go down as one of 
the finest and most unique RPGs in history. 








A In this shot, Sora 
decides to person- 

ally battle every single 
person that bought the 
first game. 






4 This group of 

mysterious cloaked men 
from KH7 is now the center 
of attention. Glory hounds. 





With the exception of 
Grand Theft Auto: Vice 

City, there has probably 
never been a vocal cast 

as star-studded as that 

of the original Kingdom 
Hearts. Not only did Haley — 
Joel Osmet, Billy Zane, and” 
David Boreanaz lend their 
talents to the storyline, so 
did James Woods, Mandy 
Moore, Lance Bass, and 
David Gallagher (He's 
Simon on 7th Heaven). We 
can only hope the lineup 

of vocal talent for Kingdom 


If this is an arm wrestling contest, we already 
know who's going to win. 


Hearts Il is as solid as the 
first one. 


Goofy and Donald are just as 
personable as ever... and speak 
Japanese, apparently... 
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A Where's Jackie Chan and his rolling Zorb 
when you need him? 


> Taking on helicopters with 
a FAMAS never seemed like a 

good idea, so cut that out and 
start using AA. 


METAL GEAR SOLID 3: 
SNAKE EATER 


First hands-on with the new king of the jungle 























ast in a line of meticulously planned titles (not development. The story stops. We reptile, beehive, or dangling fruit. 
that there won’t be more Metal Gears to come), _ parachute out to our objective. We Some of the less accessible 
Snake Eater concludes what series creator land. We eat things. lunches in the E3 demo included a 
Kojima set out to accomplish with his ongoing Finding food for rejuvenation gharial — a reptilian beast native to 
theme of human development, but what of involves paying attention to the Pakistani and Indian rivers (indicat- 


the actual game? Despite the new moves, era, movement of the reeds and the slith- _ing our protagonist has a lengthy trip 
and camo and food techniques, the game still ering sounds of scaled bellies against ahead of or behind him if Kojima’s 


retains the classic Metal Gear feel. the forest floor. Once an edible (and penchant for ecological accuracy is to 

It’s 196x. Sokolov, a Soviet scientist of some renown, is being held inside we use the term loosely) object is dis- be trusted). These lumbering crocodil- 
communist Russia’s Tselinoyarsk territory. “Snake,” whose ‘60s existence and covered, first-person shooting is used ians are both a threat and a dinner, 

more imposing stature imply he is Big Boss and not Solid, is sent to rescue to aim at and tranquilize or obliterate though, so to keep a safe distance, we 


Sokolov and determine the likelihood of there being a new nuclear device under _the potential meal, be it a snake, large opted for using a grenade. Slightly off 
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Not all camouflage 
is for blending in with 
nature. Here, Snake 
is concealed against a 
wall of red brick, 


Nothing says enemy like a really 
hot, blonde mercenary. 


target, the resulting blast of our poorly 
thrown explosive alerted the animal 

to our presence, signified by the 
signature floating punctuation mark. 

In our haste to avoid becoming 
prey to a would-be meal, we scurried 
through mud and pond, eventually 
finding our overtly cautious attitude 
toward advancement to be detrimen- 
tal to the health of our hero — 

a number of blood-sucking leeches 
clung to Snake's back with no 
intention whatsoever of letting go. 

Restarting the demo and trying 
again led us deeper into the jungle. 
Soon we were switching camouflage 
patterns and climbing trees as if they 
were ladders, adding to the impres- 
sion that this is a more evolved Metal 
Gear. You must now focus less on the 
enemies’ arbitrarily set cones of vision 
and more on the logic behind stealth 
— the logic that demands you pay 
special attention to shadows, patterns 
and noise levels. 

Indeed, everything in the game 
has evolved: the thoughtful approach 
to covert action, the confusion of half- 
alarmed guards, the promised focus 
on attaining nourishment without 
superfluous med-kits, and a kind 
of level design that, while distinctly 
different from previous Gear efforts, 
felt warmly familiar. After becoming 
a bit too comfortable, we were even 


hit with a carefully laid out “wow” 
moment; like Indy in the Temple of 
Doom, we found ourselves caught on 
a falling bridge, forced to climb our 
way up amidst a vicious crossfire. Also, 
players can make Snake throw up his 
food by spinning the real-time model 
in the camo menu screen (a nice way 
to get rid of poison... ). 

The E3 demo is but a vague scent, 
a subtle teaser of the meal to come. 
In videos, we witnessed encounters 
with a young Revolver Ocelot, a 
mountaintop fight with hoverpad- 
sporting enemies, and a brutish villain 
with electrified veins and a taste for 
crushing the genitals of lesser men. 

And because the game takes place 
prior to other Metal Gear games, 
whenever Snake dies, the words 
“Time Paradox” appear onscreen. 
During the 30 or so seconds the 
words appear, the player will be able 
to do something to avoid the paradox. 
What? We have no idea. What we do 
know is that GS3 is shaping up to 
be as fine a game as its predecessor 
— and that’s more than good enough 
for Us. IVAN SULIC 





Not being Raiden, eating snakes, and putting 
on makeup... Is there anything else to want? 


A We know these goggles are for protection 
from the wind, but Snake probably bought 
them for their spooky look. 


A There’s always some kind of betrayal. 
Which red-cast character will be it this time? 


A Cutting edge ‘60s technology at work: 
this state-of-the-art plane houses your 
command staff and sports a nifty snowplow 
on the nose. 


A If Snake can fight a guy who goes by 
Revolver Ocelot with a straight face, he can 
fight ‘60s hoverpads. 


| 
A Thank goodness for all of these consider- 
ately level, horizontal branches. 


‘4 
¥ 
oh 


A Walking around the jungle bare-chested 
will sharply decrease your camouflage 
index, so suit up! 
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A Every once in a while you just have let it 
out of your system. 





A The arate models will be as 
customizable as ever. 





& You can expect larger environments, 
as well as more skate-able surfaces than 
previous games. 


wo preeminent skate- 

boarding factions are 

about to blow the world 

up. These teams — that 

of Hawk and Bam — are 
locked in an endless struggle you'll 
soon big spin into. 

Like the original THUG, 
Underground 2 focuses on providing 
players a clean slate from which to 
build their own personal skate experi- 
ence. With chalk and Dual Shock 
in hand, you'll be able to customize 
character appearances, clothing, 
tricks, decks, signature graffiti tags, 
skate parks, and even specialty 
stickers. All of this create-a-punk 
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es » Grind! 


A We'll have to let this 
screen speak for itself. 
Yeah, that’s Ben. 


A Tony Hawk 
game anyone 


WORLD DESTRUCTION TOUR can love 














versatility comes into play once game 
one of this two-game collection is 
fired up. 

On one end of the THUG 2 
spectrum of grinding is the story 
mode. This bizarre globe-spanning 
competition called the World 
Destruction Tour pits Team Tony Hawk 
against Team Bam Margera (famed 
Jackass) to some unknown end. Hawk 
or Bam, along with groupie Ryan 





Dunn and Bam's poorly treated father, 
Phil Margera, wander about new and 
familiar locales, recruiting some 20 
pedestrians to aid in the trashing of 
nearby structures to make them more 
“skate-able” 

If intentional stereotypes of 
cripples, matadors, and lederhosen- 
laden losers do not sit well with you, 
THUG 2 also presents a refined classic 
mode, complete with timer and over 
100 mission objectives. If you play 
this mode, you may miss out on being 
able to switch characters on-the-fly, 
throw a skateboard in anger, clasp 


the tail of a bull for a ride, and drive 
a diesel powered Segway up a sky- 
scraper, though. 

In story or classic play, expect 
better graphics, slicker animations, 
and a new Natrix-inspired “Focus” 
factor that slows time to alleviate the 
burdens normally associated with 
pulling off combo tricks while staying 
alive. IVAN SULIC 





More Tony Hawk is never a bad thing. Two 
games in one is even better. 





Farfetched... And Back To Basics 


Even though we're being saturated 

by more and more outlandish ideas, 
the developers are still trying to cater 
toward the older Tony Hawk fans with 





classic mode. Activision’s “two games 
in one” billing may just prove true if 
Neversoft can separate the profanely 
wacky Bam from a game that initially 
appealed to people who just wanted 
to skate. 


We've never seen trucks made out of ,” 
half-pipes in our neighborhood. 


Alsit pene to extend 
combos any farther than this? 
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A If players are unhappy wi 
camera angle, rest assured that it can be 
rotated a full 360-degrees at any time. 





HP. 4050 


; Ng MP: 567 k cae MP 25 2 A Of course, character interaction and storyline 
pment ‘ i } ‘ progression is of the utmost importance in an 
FURYSNS 0's, pe OFURY = 1m 2 FURY 84% RPG like Till the End of Time. 


A Part of Star Ocean's strong appeal is its spectacular battle sequences. This 
particular attack, for instance, isn’t even among the more elaborate ones. 


STAR OCEAN: paaenees 
TILL THE END OF TIME 


We've been waiting since the beginning of time to play this 




















ometimes translations best yet — especially for fans of high _ plotline, tons of side quests and bonus 
can be a serious pain in action and deep storylines. missions, and multiple difficulty levels 
the ass, and that’s exactly Placing gamers in the roles of the —_ to challenge even the most hardened 
the situation with Square young Fayt Leingod and companion RPG veteran. Sounds good to us... 
Enix’s long awaited action- Sophia Esteed, Till the End of Time is Having already played through 
RPG Star Ocean: Till the End of Time. all about the pair’s search for their much of the import and several 
Absolutely massive in size and one of families following the sudden attack hours of the American version, we 
the prettiest games around, this third of their planet by an unknown alien can already attest to Star Ocean’s 
edition of the Star Ocean franchise force. As the game progresses, users graphical beauty. Boasting some of The American adaptation of Star 
is definitely shaping up to be the will be treated to an open-ended the best looking characters, monsters, Ocean is actually the special 
and environments we've seen on the Japanese “Director’s Cut” edition 
¥ Filling the Heat Up gauge as high as “ PlayStation 2, Till the End of Time that was released sometime 
it can go can earn you all sorts of extra Say also benefits from some truly after the original. The extras 
goodies, from experience and item | es spectacular lighting effects and an in this version are pretty hefty 
rommises bo plenty. of cadiional mice abundance of fiery pyrotechnics. as the Director’s Cut boasts 
Cea The only way to describe the numerous bug fixes, enhanced 
action itself is fast, furious, and highly visuals, additional enemies and 


tactical. Adopting the recent trend dungeons, expanded storylines, 
of allowing gamers to choose their fresh musical tracks, and several 
own battles rather than fight them new playable characters. So 
randomly, Star Ocean’s combat takes while the wait for the game's 
place entirely in real time, with the U.S. release may have seemed 
option for a second player to join unbearable, Square Enix hopes 
the fray for plenty of two-timing, that these new additions make 
beastie-bashing craziness. up for it. 

For all accounts and purposes, Til! 
the End of Time is already the RPG to 
beat in 2004 based on its reputation 
alone. Check back with us soon to see 
if it lives up to it. JEREMY DUNHAM 


Till the End of Time should find itself atop 
RPG fanatics’ must-have lists. 
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‘A Classic moves, such as this thrusting blow, 
are part of Dante’s starting skill set. 


4 You can hold down the sword button to 
charge up Dante’s close-range attack. 


don’t know who that imposter 

was in Devil May Cry 2, but 

the real Dante is back in true 

form for Devil May Cry 3. if 

my smokin’ hands-on with the 
game at E3 is any indication of how 
good the final game will be, the series 
is definitely reloaded and ready to 
rock entire city blocks. 

So far, they've managed to get 
the feel of the control right. Making 
Dante blast, slash, and flip his way 
around the darkened alleyways of the 
demo might actually be even tighter 
than in DMC7. One thing’s for sure: the 
difficulty level is there. In the course 
of just a few minutes, | was set upon 
by, oh, a hundred scythe-carrying 
members of the undead club, not 
to mention pesky demonic archers. 
Luckily, Dante is able to take them out 
with a lot more style than before, so 
it’s not just the same hack-hack-shoot 
mess of the second game. 

Three styles were available in 
the E3 demo: gunslinger, trickster, 


Here we see the 
environment come 


into play during 
battle, as Dante 
Swings around 

this dancer pole 
to kick enemies. 
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GAME INFO 


A In Devil May Cry 2, Dante would shoot at multiple enemies all willy-nilly. > 





95s 


This time, you have control over when and where he does it. 


DEVIL MAY CRY 3 


Randy's tearful reunion with fhe REAL Dante 


PUB CAPCOM | DEV CAPCOM | TYPE ACTION | REL DATE FALL | MAX PLAYERS ONE | ESRB MATURE 















and swordmaster. Think of these as 
equipping additional special moves 
for Dante. My gunslinger Dante, for 
example, would target and shoot 
multiple enemies when | pressed 
circle, and spin face-down in the air 
while shooting if | hit it after jumping. 
Trickster Dante would summersault 
out of harm’s way when circle was 





If the finished game is as intense as the 
demo, DMC freaks are in for a great ride! 








pressed, or run up walls if | hit the 
button while near one. Finally, sword- 
master Dante spun his sword like a 
propeller while standing still for some 
shred-tastic action, but could also 
throw his sword and have it return like 
an ‘Australian boomerang. 

Each style gives the game a 
different feel, and ultimately made 
me feel like | had a lot more control. 
Other new touches are also being 
added to up the cool factor, such 
as dancer poles in the bar setting; 
surrounded by several enemies, | hit 
triangle near the pole and suddenly 
Dante grabbed it and spun around, 
kicking, like Neo from The Matrix 
Reloaded. Expect a lot more environ- 
mental interactions in the final game. 

I'm especially psyched about 
this prequel after finding out that 
Kenji Itsuno, planner (designer) 
on Street Fighter Alpha and Street 
Fighter Ill is the game's director. He's 
also producing the upcoming Hyper 
Street Fighter Collection, so the man’s 
keeping busy. Thankfully, it really 
seems like he’s putting his best effort 
into DMC3 — | can’t wait to play 
more! RANDY NELSON 


oopsy 


In our June 2004 
attributed the role 
to Ryuhei Kitamura, 


we mistakenly 
of cutscene director in ae 
director of the gen 

i ie Versus. In fact, IIS YH) 
pe geen director” on Versus, who 1s 


imamura, “a! ired i 
ni on the games cinematics 


cover feature, 








DMC3’s style system may very 
well have been born out of 
director Kenji Itsuno’s work on 
the Street Fighter series. By 
letting players equip different 
special abilities, Itsuno and crew 
are giving players more ways to 
let their own playing style shine 
through in battle. 


Only the Royal Guard Dante, for 
example, can perform this flying kick. 


pip ee, you're given 
‘0 Select whi i ili 
Style you want to ole ae ad 






literally destroy 
everything in sight. 


‘A Use your ship to 


ired of saving the world 

from aliens? We, along 

with Pandemic Studios, 

are too. Thankfully 

Pandemic has the power 
to do something about it. Enter 
Destroy All Humans!, the game that 
lets you do just that: destroy all of 
those puny humans. 





No, it’s not Metal Gear 
— it’s Crypto using his 
telekinesis for a little fun. 


You assume the stellar role of 
Cryptosprodium-137, a fiery little 
fella of the Furon race with as much 
distaste — and fear — for the human 
race as the Matrix's Agent Smith. Your 
mission is to, obviously, destroy the 
human race, but doing so will take 
more than big ray guns and shiny 
silver saucers. 

Thankfully, Crypto can do much 
more than wield his Zap-o-Matic 
gun. Like any good alien, Crypto will 
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GAME INFO 


» DESTROY ALL HUMANS! 


Kinda like GTA, only with aliens 


PUB THO | DEV PANDEMIC | MAX PLAYERS GNE | RELEASE DATE 01 2005 | ESRB PENDING 











be able to hypnotize humans and 
make them do his bidding, assume 
the role of an innocent pedestrian for 
infiltration missions, and even read 
peoples’ minds to gather valuable 
intelligence. Throw in some nifty 
telekinesis powers and you've got 
yourself a full-fledged, bug-eyed 
monster from outer space. 

Outside of the cool alien powers, 
what's most impressive about DAH! 
is the scope of the game. You can 
literally run around a town, body- 
snatch a few humans and then fly up 
in your ship and flatten the entire city 
to the ground, all in unbroken real 
time. Now that's cool. Stay tuned for 
much more. KAISER HWANG 









Pandemic, mass destruction, aliens. It’s 
Mars Attacks!, only you're the bad guy. 


A “Tired of running or flying your saucer? 
Don’t forget about your handy jetpack. 








A As fun as a bike is, it can’t compare to 
live cows... really. 








= 


ELEVATOR No. 








13 


A hair dryer could be the idea behind a blast-o-ray to help your animated character fend off pesky aliens. 
An elevator ride could inspire the boss level in the next big video game idea. Here, you'll turn those eye- 
opening moments into real fun. Evolve. 


Not all programs offered at all loc aD 
Financial aid is available to those whe 


(are Office: 210 Sixth Avenue, Pittsburgh, PA 15229- 2603 


Want to learn online and in the classroom? Explore our Plus program that lets you do both. 
©2004 by The Art Institutes international, Inc.® 10806 05/04 


— Art Institutes” 
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DARKWATCH 


IPs a different kind of stake-out... 






GAME INFO 








he Old West, long 
neglected in videogames, 
has finally gotten some 
attention lately. However, 
the best may still be yet 
to come — namely, this intense first- 
person shooter that casts the player 
as Jericho Cross, the baddest gun- 
slinger ever to have lived... and died... 


a 


4. Cross has several Vampire powers at his 
disposal, including extra long jumping and 
vampire vision, a sort of night vision that 
reveals the undead. 





and lived again. 
Here’s the deal. The Darkwatch 
are sort of an Old West take on the 
Men in Black, devoted to hunting down 
the undead. They’ve succeeded in 
capturing the King of the Vampires 
— at least they had until you showed 
up and set him free. Bad move. He 
bites you, and takes off, and the 
understandably miffed Darkwatch 
recruit your newly half-vampire ass to 
clean up the mess you've made. 
There's a bit more to the story, 
but this game is really all about tense 
first-person action, flavored with cool 
weapons and vampire powers, a great 
atmosphere, top-notch graphics, and a 
demon horse. Is there any doubt this 
one’s going to rock? ERIC BRATCHER 


An action-packed FPS with a haunted Old 
West feel and a very cool main character. 











, 





PHANTOM 
CRASH 205 





PUB SASIAY_ | DEV SAMMY STUDIOS { REL DATE 0) 2005 | TYPE ACTION | MAX PLAYERS GIGHT | ESRB RATING PENDING 


When is a full moon not romantic? Well, 
when some undead goon istrying to cleave © 
you in half with a scythe, for one... 





4 The Darkwatch use special weapons that 
can kill the undead. Each weapon also has a 
unique melee attack. 





4 As if you're not cool enough on foot, you 
sometimes get to ride your glowing-eyed, 
demonic steed. Saddle up! 
















aude PLUS KONAM! | DEV GENK! | REL DATE Q) 2005 | TYPE ACTION | MAX PLAYERS FOUR | ESRB TEEN 


Overlooked Xbox gem gets 
3 PS2-only sequel 











his online robo-shooter’s 
title hints at opportunely 
utilizing a Predator-themed 
bendy cloak to quietly 
trounce opposing mechs 
with flurries of missiles and sprays 
of disproportionately large bullets. 
Sounds like fun, no? 

PC’s online play boasts standard- 
ized modes, but revolves around a 
nifty “tag-in when dead” gimmick; 
eight people queue up for last-man- 
standing fights, but only four circle the 
mean streets of London, New York, 
and Las Vegas at any one time. 





rT ocr 


& This is mech configuration #474,908. We 
call it the Long Arm of Law. 








When fighting, it’s not imperative to 
master the dull art of the circle strafe, 
but rather to cope with piloting an 
intentionally fast, but limited, war 
machine in tight environments. This 
skill — a combination of reflex and 
mech understanding — should form 
a foundation for the game's lasting 
competitive component. 


A This is about as open as the environments 
will probably get. Yep, the game is all about 
tight, focused combat. 


Online mech combat is what we need, and 
online mech combat is what we're getting. 





76 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #87 AUGUST 2004 / www.psmonline.com 


When not combating legions of 
would-be warriors across the globe, 
Phantom Crash offers a similarly 
engaging offline mode with a focus on 
survival until objective mechs enter 
the arena and must be defeated. 


TIME 00:00:79 


Regardless of whether it’s on or 
Offline, the game promises to remedy 
its Xbox progenitor’s shortcomings by 
offering more maps and over a million 
different mech combinations. ivan suuic 


(DESTROY, 
6o00 





A Ha! I knew I could turn around faster than you could. 





From behind the wheel to behind the... camera? 


ews flash: Gran Turismo 
4 looks great and has 
lots of cars! | kid, | kid. 
Seriously, at E3, the 
game was definitely a 
show-stopper. Hey, when you've got 
more than 500 cars, graphics to die 
for, and now, officially confirmed, 
fully 3D fans and drivers that look 


This portion of Shibuya in Tokyo is one of the 
settings created especially for the Photo Mode? 


downright creepy they’re so realistic, 
what do you expect? 

Funny enough, that’s not what the 
game's creator, Kazunori Yamauchi, 
decided to focus on when he showed 
Chris and | the game. He wanted to 
talk about... taking photos. 

As if there weren’t enough modes 
in the GT series to keep car nuts busy 


for months, Yamauchi has thrown in 
another biggie that really sounds 
completely silly at first, but is 
surprisingly enjoyable once you get a 
chance to fool around with it. 
Here’s the lowdown. G74 now has 
a full-blown Photo Mode. The idea is 
pretty much self-explanatory: you take 
photos of your cars. Photos can be 
taken from replays, or staged 
in one of 16 settings created 
especially for the mode. But, 
like everything else in the 
game, it’s crazy in-depth. 
You can change film type, 
focal length, filters, lenses, tilt 
— you name it. Or, if you're 
not in the mood for all the 
fine-tuning, the game will 
create a slideshow on the fly, 
using your cars. 

What's really cool, though, 
is that the photos are really 
sharp. Since there’s no 
gameplay going on, the PS2 
is able to render them at a 
much higher resolution than 
the in-game graphics, so they 
look smooth as hell. And since 
they’re all based on variables 


@ 
PREVIEWS @ 

@ 
TN Alig PUB SONY CEA | DEV POLYPHONY DIGITAL | TYPE RACING | REL DATE ROVEMBER | MAX PLAYERS SIX | ESRB EVERYONE 


A This is another Photo Mode-only locale, 
though it would be truly harrowing to race that 
high-powered car down that tiny street. 


A By adjusting shutter speed and focal length, 
you can add cool effects to you photos. 


but rest assured that the rest of the lighting in 
this scene is done completely in-game. 


(car position, camera settings, etc.) 
that take up very little space, you can 
transfer them onto a memory card or 
send them over the Internet in a flash 
to be displayed on a friend’s PS2. 

The real kicker is that you can print 
out your favorite snapshots using a 
photo printer connected to one of the 
PS2’s USB ports. Sony doesn’t have 
a complete list of printers it’ll work 
with yet, but it's a safe bet that most 
current models will be supported. | 
tried this option out myself, snapping 
a photo of my dream car, the Dodge 
Viper GTS, taking a corner in Tokyo's 
Shibuya district. Once | was happy with 
it, | sent it to the printer. It took several 
minutes, but the results were photo- 
realistic. GT fans might want to start 
stocking up on photo printer paper 
now, because if this mode's as big of a 
hit as | think it’ll be, the stuff’s going to 
be in short supply! Ranpy NELSON 


Pro driver or car magazine photographer 
— G74 will train you to be both! 
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A WORLD AT WAR 
FOR PARATROOPERS BEHIND ENEMY LINES... 











BLOOD 
MILD LANGUAGE 


IGEN PlayStation.2 
ESRB ONTENT RATING —_womestnay 





www.acclaim.com 








Buddy up and survive varied and 
immersive missions with instantly 
accessible controls. 





The toughest battles 
of WWil—including 
D-Day, Market Garden 

and Bastogne— 
vividly recreated. 

























An incredible 





the ranks: battle arsenal of 
experience awards historically 
you new skills and accurate weapons 
abilities. and equipment. 


hind enemy lines. Hitler's Wehrmacht closing in. For a paratrooper, chances were bleak. Hope was a luxury. Good thing these 
re the toughest bunch of hombres this side of hell - the 101st “Screaming Eagles,” the 82nd Airborne, the “Red Devils” of 


ombat Elite: WWII Paratroopers™ BattleBorne Entertainment, Inc. licensed to Acclaim Entertainment, Inc. All Rights Reserved. Acclaim ® & © 2004 Acclaim Entertainment, Inc. BattleBorne™ 2004 BattleBorne Entertainment, Inc. “PlayStation” and the “PS” Family 
logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or in other countries and are used under license from Microsoft. 
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CAPCOM 


FIGHTING JAM 


A Capcom battle royale in good old 2D! 


GAME INFO 





ranted, 3D fighters 
have taken center stage 
recently — heck, even 
SNK is taking the King of 
Fighters series into the 

third dimension — but 2D fighters live 
on, and Capcom FightingJam is here 
to prove it. 

Capcom FightingJam takes some 
of your favorite Capcom fighters 
and pits them against each other. 
Characters from Red Earth (Hauzer 


A Guile probably wishes he could still 
handcuff his opponents like he could in the 
good old days. 





A Nothing else says RPG combat like battles 
with fish people. 


hen Konami's third 
installment of its 
Suikoden franchise 
burst onto the scene 
a few years back, 
nobody expected its level of quality, 
drama, and innovation. The winner of 
several critical accolades throughout 
the industry, Suikoden III is consid- 
ered to be one of the top RPGs for 
this generation — which made it 
just a matter of time before a fourth 
iteration would follow. 

This time around, however, Konami 








A Yun may use his Street Fighter III fighting 
style, but he just can’t seem to parry Guy’s 
awesome Kicks. 


and Leo), Darkstalkers (Demitri and 
Felicia), Street Fighter Alpha (Guy and 
Sakura), Street Fighter II (Guile and 
Ryu), and Street Fighter II! (Chun Li 
and Yun) will all make an appearance 
in this jovial Capcom reunion. 

Making it even more interest- 
ing is the fact that the characters 


It’s the Capcom fighter we've all been waiting 
for... and it’s 2D! 





= 


is getting back to its roots and has 
eliminated pairing attacks in favor of 
individual combat commands. The 
result makes for quicker skirmishes, 
and deepens the strategy a bit, but 
the feature that we're really jazzed 
about is the inclusion of full-on, ship- 
to-ship naval warfare that is every bit 
as grand and compelling as the army 
battles in earlier games. 






It’s the latest iteration in an RPG series that’s 
easily on par with the Final Fantasy games. 
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A The stages are filled with even more Caner BOCUnESS EESES out E. Honda and some of 
the other fighters in the background. — 


use the fighting style that they had 
from their specific game. These rules 
aren’t entirely set in stone, though, 

as it appears that some characters 
will have moves taken from two com- 
pletely different games. 

The question you should be asking 
yourself is, will this unique amalgam 
of characters and fighting styles make 
for a balanced — and ultimately fun 
— game? We'll find out this winter. 
JUSTIN CHENG/KAISER HWANG 





A Street Fighter Iil’s Chun Li fights fi ire with 
fireballs when going up against Red Earth’s 
Hauzer. Hey, is it hot in here? 





—___| 
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SUIKODEN IV 


© Asequeltoan 
S award-winning aS. g 



















Suikoden’s programming team has 
also seen fit to streamline the fortress 
building system (think compact), and 
has also set a record for the amount 
of included mini-games. We don’t 
have a hard number just yet, but it’s 
big — real big. Suikoden madness will 
ensue this winter. Jeremy DUNHAM 





which 

character wil 
sink like a 

rock in water. 














‘A You may not be able to tell it from the 
screen, but Suikoden IV shares its technology 
with Konami's other big series, Si/ent Hill. 


A Ship-based combat takes center stage in 
Suikoden IV. 





GAME INFO 
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METAL SLUG 4/5 


et to whiten knuckles and 
make palms sweaty early 
next year is SNK’s Metal 
Slug 4/5 combo pack. 
Yep, both games will 
be packaged together making this 
double header a true dream for 2D 
fanatics ‘round the world. 

If you're not familiar with the 
Metal Slug series, here’s what you 
need to know: it’s 2D, side-scrolling 
shooting, it’s insanely challenging, 








» Metal Slug’s sprites 


are a sight to behold. il \ 


v Kinda reminds 
us of the MGS 3 
waterfall scene, 
except in 2D. 








If only this year was 1994, this game would 
be Game of the Year. 





and it’s fun as hell. Players can also 
expect multiple playable characters, 
ridiculously awesome weaponry, and 
boss battles whose beautiful hand- 
animated sprites will pull a nostalgic 
tear from their eyes ... and that’s a 


good thing. KAISER HWANG 
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A> If this doesn’t look 
like 2-player madness, 
we don’t know what 
does. Have you ever seen 
so many smiles in two 
screenshots? 


TAIKO: 


eil Peart fans, take 
notice. TAIKO: Drum 
Master \ets you test your 
rhythm skills with the 
best of them the old 
fashioned way: with a drum. Utilizing 
a proprietary drum controller (though 
a Dual Shock will also work), Drum 
Master doesn’t stray too far off the 
rhythm game path — just hit the 
drum on beat — but its unique aes- 
thetics and input methods make it 
worth noting. 

The drum is sensitive on both 

















YS VI: 


THE ARK OF THE 


NAPISHTIM 


he odds are pretty high 
that the majority of today’s 
PS2 owners have never 
even heard of Falcom’s 
classic action/RPG series 

YS, let alone the fact that there have 

been six of them. But our friends at 

Konami are looking to change that 

with its port of the PC favorite, The 


An old school RPG that’s been overlooked for 
far too long. 


¥ YS V/ isn’t groundbreaking, but it’s a 
strong tie to RPG roots. 


P Woods of Quatera  \ 





PUB KONAMI | DEV FALCOM | MAX PLAYERS ONE | RELEASE DATE WINTER | ESRB PENDING 


> Get ready 
for some old 
school RPG 


Ark of Napishtim. 
Sporting an all- 
new soundtrack and a 
configuration optimized 
for the Dual Shock 
controller, YS V/ 
is a light-hearted 
adventure that looks 
to recapture the 
magic of eight and 
16-bit eras. It may not have cutting 
edge aesthetics, but that doesn’t 
mean it won't provide hours of 
nostalgic fun. JEREMY DUNHAM 


¥ It’s not complicated, but the experience 
system is STERRETS 


MP 24 
STR 4astix DEP 42 Next 


te ie 
ta : 











GAME INFO 






A The grid system is 
all gone. 


PHANTOM BI BRAVE 


DRUM MASTER 


PUB NIPPON ICHI | DEV NIPPON ICHI | MAX PLAYERS ONE | REL DATE SUMMER | ESRB PENDIN! 


sides, as well as on the edge and 
surface, allowing for more sophis- 
ticated drumming. Add in a diverse 
selection of Japanese, American and 
— gasp! — classical songs (though we 
have to confess the song list is not yet 
final), not to mention some addictive 
multiplayer modes, and you've got 
yourself a musical hit. KAISER HWANG 


Let’s face it, folks, this game is Ihe PS2’s 
answer to Donkey Konga. 


























isgaea fans looking for 
more strategy RPG 
goodness should turn 
their attention towards 
the official follow-up, 
Phantom Brave. Scheduled to be the 
first title self-published by developer 


What more can we say? It’s the official 
sequel to Disgaea. ‘Nuff said. 
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Nippon Ichi here in America, the game 
boasts a number of improvements. 
Not only has the signature grid 
battlefield been eliminated, but 
players and enemies alike can now 
use any object on the map for 
different combat effects. Best of all, 
the Phantom Brave team has made 
a number of strong improvements to 
the CPU's artificial intelligence; guar- 
anteeing yet another challenging foray 
in the Marl Kingdom. Jeremy DUNHAM 





Site [Danacea 
me) 


A Elaborate special attacks 
are Nippon Ichi’s signature. 


se PREVIEWS 






STARCRAFT: GHOST = 


IPs still coming... we're still excited 











iy =6PUB BUZZARD | DEV NIRILISTIC | REL DATE FALL | TYPE ACTION | MAX PLAYERS ONE | ESRB RATING PENDING : 
7 - 77 


<S | ! 








- have to later covertly stab. 
love action / stealth hybrids? 








n StarCraft proper, Terra’s 
Ghost unit is a sci-fi Sam Fisher, 
capable of unleashing nuclear 
fury onto the hapless hordes 
of the insectoid Zerg and the 
spiritually clean Protoss. Thankfully, 
unabated development continues on 
the third-person StarCraft: Ghost. 
Any qualms associated with the initial 
showings have been quelled, since 
we've played through a little bit of the 
game that’s nothing short of quality. 
Focusing on Ghost femme fatale 





A The well thought out camo patterns of 
the Terran marines make it super easy for 
Nova to spot her prey. Considerate prey is 
the best kind of prey. 





SNOWBLIND 


























Nova, SC:Ghost forces players to 
cautiously navigate through perplex- 
ing StarCraft mainstays, including 
the creep-controlled worlds of the 
brood, the forested homelands of 
the galaxy’s noble Protoss, and the 
burning war machine of humanity's 
wayward remnants. 

Nova utilizes a dual analog schema 
to dispatch foes with savvy weaponry 
and operable vehicles, like siege tanks 
and Goliaths. 

The sell is this combination of 
intuitive action and Splinter Cell-like 
gameplay set against a StarCraft sae 
backdrop. From what we've played, 
we're ready to go spectral. IVAN suLIC 


> Tired of making sure the Protoss don’t see you? 
Try to find a Goliath so that they’ll be the ones 
trying not to be seen. 





a 


LG SPOUT \ 4 
\ 4 Even after death, this marine’s corpse 
a J could alert the nearby technicians to 
. your presence. 








Reliving an old love from a new angle is just 
too much. We can’t wait! 








y camer PUB EIDOS | DEV CRYSTAL DYNAMICS | REL DATE FALL | TYPE FPS | MAX PLAYERS SIXTEEN | ESRB PENDING 


Could this be the real 
Halo killer? 












o quote Eidos: “Don’t call 
it Deus Ex!” Still, playing 
Snowblind is like reliving 
DX’s conspiracies only with 
a lot more killing. The only 
role-playing decisions that have to 
be made here are whether to kill a 
man with a shotgun or an energy 
weapon, anyway. 
While the final product promises 
11 missions across 16 maps, we 
settled on experiencing a crowded, 
rainy city street. Opinion? Darn 
impressive. Ridiculously cluttered, 
blindingly colorful, and with a nearly 


A The future does not look bright for the 


men in blue. 





support retains the level of quality 
present in what we experienced 
during offline play, Snowblind could be 
the sleeper shooter of the year. 

IVAN SULIC 


unprecedented level of interaction that 
borrows bits from Red Faction and the 
eventful Half-Life 2, Snowblind’s pro- 
prietary engine allows for some aston- 
ishingly dynamic and scripted destruc- 
tion, controllable vehicles, and vicious 
physics-driven deaths. Better still, 
there are dozens of visible enemies 
and advanced nano-tech powers. Most 


impressive, the game manages to run 
unbelievably fast, despite its frenetic 
Call of Duty-esque pace. Oh yeah. 
Provided the vaunted 16-player 
online component with full voice 







RET LNCHR 


Se i a 
A Take note of the soft glow around the 
light sources. This is one slick-looking game. 


Straight-up shooting in what was supposed to 


pete eee Zon eS nce eS EC A The diversity in the environments and action is stunning, to say the least. 
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e 
PREVIEWS ¢¢ 








Noe isan : E 
A Note the transparent weeds in front and moody, er, moon lighting. 


TEKKEN 


The Iron Fist has returned! 


Festures lactude: 


Gant ACTION 


RA 


Tr LweLE 








evil May Cry, Metal Gear Solid, Early reports also point to endlessly scrolling 
Final Fantasy — all are signature stages, the wall push being removed, and a color 
PlayStation franchises that define customization feature. No word yet regarding 
gamers’ mental images of what online play, but considering the dearth of online 
said console(s) is. Another is Tekken, — PS2 fighters, Tekken 5 would make for an 

a series that functioned as the poster boy for explosive first entry. KAISER HWANG 





3D fighting games in the '90s and sold Sony aa 8 
. ; > Feng Wei is ® z fie” 
consoles in droves. After a short hiatus from another irainddition 4 i gave 
both the arcade and home consoles, Tekken is to the Tekken family. 
finally making its return. 

Early screenshots show a large 
portion of the original gang returning. 
Also, expect at least three new 
characters, including the Blade look-a- 
like Raven, Asian fighter Feng Wei, and 
super-hottie Asuka Kazama. 





nies You plan on playing 
re in the real world? 





ene A real college degree, focused on advancing 


4 New character Asuka technology. Available online or on-campus. 
says, "Talk to the hand!" 





GAME DESIGN 
VIDEO PRODUCTION 
DIGITAL ANIMATION 
NETWORK SECURITY 
E-COMMERCE 
SOFTWARE ENGINEERING 
TECHNOLOGY MANAGEMENT 
MULTIMEDIA 
WEB DESIGN 
DATABASE MANAGEMENT 









; gneenchag ». 
% sy Ny 
: rs RE S/S 
The PS2’s signature fighter makes its = > Raven can't break through = U AT 2 
triumphant return. Paul's famous "hair block.” -\we XE - 
a, i ad 
, Seniesa se 


& SS 
‘perience 
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Sponsor. by 


SF) GAMEFLYy Vv 












Whew — using your brain 
; _ to unleash seven shades of 
fiass kicking on the enemy is 
tiring. Better explode some 
heads to recharge. 






Corvette 
Hitman: uatale 


MLB Slugfest Loaded 
MTX Mofotrax 

Pitfall: The Lost Expedition 
Samurai Jak: TSOA 





4 


| 
a 


Tay ath 
iN, 


“Fer OFS: 


» TRE MINGGATE GONSPIRAGY, 





The Suffering 
Transformers 


Available at gamefly.com 





useful. You absolutely need it in the final stage, first to burn down 
an oddly shaped, growing structure, and again during the battle 
with the General, but it comes in handy throughout the game 

— especially versus groups of enemies. 


Basic GAMEPLAY — USING YOUR HEAD 


Telekinesis 
TK is your most basic psionic technique, but it has a huge range 


of uses: pushing and pulling crates, throwing enemies around, Mind Drain 


and acquiring objects are just a start. You can also “TK surf” by 
standing on an object and then moving it with telekinesis, carry a 
metal crate in front of you as a shield, or simply throw things to 
distract enemies. 


Pyrokinesis 
The ability to create fires with one’s mind... yeah, that could be 


84 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #87 AUGUST 2004 / www.psmonline.com 


Mind Drain refills your head’s gas tank, but only enemies who 
have a physical brain in their cranium can be drained, and living 
targets yield four times the juice of dead ones — so avoid head 
shots, okay, Annie Oakley? Finally, while Mindgate trained you to 
believe that only unaware enemies can be drained, this isn’t true. 
It’s possible to grab someone. with TK, throw him into a wall (or 
otherwise knock him down), then rush the body and drain it as 








he gets back up for head-exploding 
goodness. 


Mind Control 

A wonderfully subversive power, 
Mind Control only works on enemies 
that haven't been alerted to your 
presence, so be sneaky. Also, to get 
the most bang for your buck, use 
your victim’s hand-to-hand tech- 


<< THE ABILITY TO CREATE FIRES WITH ONE’S © 


niques to quietly dispose of as many 
foes as possible before his comrades 
realize he’s turned traitor and cut 
him down. Nick’s also helpless while 
possessing someone, so hide yourself 
and don’t waste time. Oh — and 
remember to kill your host when 
you're done, so he doesn’t turn on 
you when you give him back the keys 
to his fine motor skills. 


MIND... YEAH, THAT COULD BE USEFUL >> 


Remote Viewing 

This is one of the most useful, yet 
overlooked, techniques that psionics 
learn. While it helps agents ascertain 
previously inaccessible information 
like passcodes, many forget that it 
can be used extensively to scout 
ahead, learning the locations of 
troops, terrain, weaponry, and other 
useful things. 





Aura View 

Aura view lets operatives view things 
not visible in the real world — such as 
a small crack in a wall, the awareness 
of an enemy sentry, or the aptly 
named “aura beasts” which live 
among us... creepy, but cool. 
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TAKE THE 


PSM 
CHALLENGE! 


RULES You can’t send an entry for 


each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on September st. If there are multiple 
winners, the final winner will be 
decided by the best paragraph that 
explains why you're the winner. Send 
a picture or a videotape (non-return- 
able) and a short paragraph explain- 
ing why you're the winner. Sorry, no 
e-mail entries! This contest is open 
only to readers living in the United 
States, age 18 years or older PSM 
reserves the right to substitute prizes 
of equal or greater monetary value, 

if necessary. 


SEND YOUR ENTRIES TO: 
PSM August Challenge # 

(the challenge you're entering) 
c/o Future Network USA, 150 
North Hill Drive, 

Brisbane, CA 94005. 










THE CHALLENGES 


Play through and unlock Gackt’s 
alternate costume, which makes 
‘us wonder if he’s ever covered 
Corey Hart’s “Sunglasses at 

Play the game until you unlock 
‘the two bonus games. Then, 
show us the game selection 


| screen showing them as 
pelalietel cles ee 








Win the U.S. Open, Australian 
Open, Wimbledon, and Roland 
Garros. 


THIS MONTH’S 
PRIZE PACKAGE 

La Pucelle game 

Psi-Ops game 

NCAA Football 2005 game 


The General 
Finally, you get to face the General himself. Fighting 
him will be no small task, as he has rigged up a 
device to give him incredible psychic powers. To 
destroy the device, attack its spinning arms with 
Pyrokinesis. Avoid touching the arms of his machine 
— they hurt badly. Once destroyed, the arms will 
vaporize and a Psi-Orb will appear. You will then be 
able to shoot these Psi-Orbs at the General. 

} Note that if you do not collect the orbs before 

. } I the General reaches maximum strength in his device, 

ae he will acquire all six orbs himself and your only 
APRIL WINNERS : way to defeat him will be by telekinetically throwing 


objects at him, which is almost impossible. If you 
Jason Myers, Aloha, OR pest ¢ deplete your psionic energy, run across the center of 
i the device and steal the General's. This will enable 
Chista penned odace | you to shoot your orbs repeatedly. Good luck! 


Carlos Alejandre, York, PA 


Charles Warren, Orange Park, FL 
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show me your cingular! 


Wanna look up some cheat codes, but you’re away from 
your vast collection of PSM back issues? No problem. 
PSM and Cingular Wireless are teaming up to enhance 
your game. 


All you have to do is text the word “CHEAT” to PSM 
(776), and then you will be sent instructions back fo your 
phone on how to get one of the games listed below. 
Cheat codes for the game will then be sent directly to 
your Cingular Wireless phone. * 





Which of the cheats 


‘oy want: 
rf Hntieited te 
B) All weapons 
¢) Full ammo 
py 2x damag® 


ae 













Hitman: Contracts 
Transformers 

The Suffering 

Pitfall: The Lost Expedition 
Shrek 2 


Spongebob Squarepants: 
Battle for Bikini Bottom 


Fight Night 2004 


James Bond 007 
in Everything or Nothing 


MLB Slugfest: Loaded 


\ 






































f For the latest wireless games and to learn which games are 
available on your phone, log on to 


*Standard text messaging rates apply. 


cingular 





NCAA FOOTBALL e005 


NFL junkies, find out what you’re missing... and look good doing it 





CAA Football provides such a different 
N experience than an NFL game, it’s almost 
like another sport altogether. However, 
many people prefer it. Here are the three 
biggest distinctions between NCAA and pro 


football videogames, and quick tips to master 
each of them. 


The Option Play 

Pro quarterbacks are considered too valuable to 
use as a running back, but in the college game, 
using your QB to sprint outside and either head 
up-field or lateral to a running back at the last 
second is a mainstay of many offenses. 


TIPS: 
First, set up your audibles with option runs to 
both sides as well as rollout passing plays. Next, 
start your play with motion, which will enable you 
to read the defense, watch for overloads and call 
your best play. 

Once the play starts, keep your eyes on the 


linebackers; they’re your biggest threat. If they 
break to the outside, look for a hole inside. If 
they go inside, head towards the sidelines. 
However, even when you're making an outside 
sprint, don’t string things out too far sideways. 


Your goal is to turn upfield as quickly as an 


opening presents itself. 

Next comes the option pitch. Don’t lateral until 
the defender commits to your QB, and when you 
use the fake pitch (a wickedly practical move) do 
it while there's still breathing room between you 
and the defense. Otherwise, it’s ineffective. 


Mismatches 

In the pros, teams generally have excellent 
players across the board. In college, there are 
huge gaps between the best and worst players. 
Exploiting the mismatches caused by these gaps 
is often the key to winning. 


TIPS: 
Always study your opponent before the game. 
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4 The college 

gridiron is a very 
different environment 
from the NFL field, but 
tramping into that end 
zone is just as satisfying. 


Look through the roster, see who's strong and 
weak, and if necessary adapt your lineup (like 
switching your top WR to the second or third 
spot so he faces a weak defender). Also, make 
constant use of the new Match-up Stick to see 
who's rattled. Match-ups that start even can turn 
lopsided as the game progresses. 


Dynasty Mode 
In college, there’s no draft or salary cap can keep 
your dynasty down. 


TIPS: 

When you begin, focus your recruiting on interest- 
ed players and then the best in your state and the 
nearby states only. Get your team to the top of 
each player’s interest list and keep it there with 1/ 
3 to 1/2 of your maximum recruiting points. After 
you reach four to five stars, look for top recruits 
from other states in the region. Once you reach 
six stars, stick to the top 100 only and fill your 
rosters with the nation’s best at each position. 









a | 
For more information: www.bankofthewestbeachgames.com www.usopenofsurfing.com 
y. 2 BANK#: WEST 8 


concert stage 





HONDA 








<one. §§ pea 








feels ey op © Freestyle. SSBB verbanetad 4Nlr= E> 


haf for gamers 





Codes are entered at the VS screen. 


Unlimited Turbo 
VOOOQO®OO®OOOO 
Softball Mode (slower throws, more 
pop flys) LO@@QOOOOO 
Big Head Mode > @@ 

Rubber Ball Mode (bouncier, 

longer hits) TOO@QOQOOOO 
Tiny Head Mode < @@ 

Max Batting —<@Q@@ 

Max Power —<@@® 

Max Speed —<@©OO 

Extra Time After Play (to beat 

on people) <@@OOOO 


Main Menu 
Level Select O@O€eT I Bw 


Code entered during gameplay 
Complete current mission with 
Silent Assassin ranking 


BUT SOROS 








Transformers 
Codes Entered at ‘4 
Difficulty Select screen (W! 


ntered 
correctly, “Code Accepted” will sound) 


Amazon Complete 
OanwmOOOnmm 
Anarctica Complete 
Dovweoonnw 
Deep Amazon Complete 
€39¢€¢€7 0080 
Mid-Atlantic Complete 
©@O@ 2<<> 


Alaska Complete 
MOmO@<<c .< 
tarship Complete 
€€7200O 397€ 


! Earth Complete 


BODBOOOGOO 


Amazon Boss Fight 
€€ 7° OaMee5 
Anarctica Boss Fight 
@<n>OO@OO 
Mid Atlantic Boss Fight 
2) ie dee eo LZ LIT LZ] 
Starship Boss Fight 

> > OmmO<c< 


Codes Entered at Autobot HQ 
Infinite Dash 

TTOOQOOmw 

Infinite Stealth 

*TtlJaaonw 

Infinite Powerlink 

PUT VOO@OO 

Glide Camera Tilt 
OOtVanly 

Super Tractor Beam 
onuG@OOnmm 

Remove mini-con loadout power limit 
CRifRifi2yaitRigiz1@@} 

Turbo Mode @MMOOQOOOm 
Big Head Mode 
©OOGOnaan 


Code entered in pause mode 
One Shot Kills (caer secre 





The Suffering: 
During Gameplay, *:*:!2be2tgame 
hold @p+ap+®) and enter the 
following. When entered correctly, 
you'll hear the words “How you like 
me now?”. 


Get Flamethrower FT? 4332 
Get All Maps <> Jomete 
Die VY 


Raise Evil Level Ce) 

Raise Good Level P43 

Get Shotgun +e<e Jy 

Get Molotov Cocktails DUVTTT 
Get Frag Grenade > 3 DEeee 
Refill Thrown Item Ammo 
€€¢132€778 

Covered in Blood PY<e> 

Clean JP 3 < 

Get Bloodied Family Photo 
€lelVela 

Get Pristine Family Photo 
F2T2T B 

Full Health Di, mth te 
Full Xombium Bottle 

379 TT Bel BF tl Be 
Acid Mode (toggle-able) 

€€@B [wetted e 
Black & White (pause cancels) 
tm<-pl wo >wB 

Get Seven Documents 
2<T<eB x5 

Full Flashlight heYVo>t > Lem 
Get All Weapons except Gonzo Gun 
VoteJmMecer> 
@mlt< 2B 

Get Gonzo Gun 

€-BMew >< 3 ¢teweMm 
VIPVT@S 

Infinite Flashlight 

Let batteries drain completely, but 
leave flashlight on. Save game and 
reload. The flashlight will no longer 
need batteries. 


MTX Mototrax 

Cheat entered in “cheats” section of 
Options menu 
Faster Acceleration  JIH345 
Pitfall: The Lost Expedition 
Codes Entered at Title Screen. Hold 


(+O, enter the code, then release 
+a. A “Cheat Code Accepted” 


Message will appear. 


Play as Original (Atari 2600) Harry 


®€elOOQOGe 
Play as Nichole 


ETVTPOTT 


Unlock original Pitfall! Game 


O©O< 3 OO@TO 


Unlock Pitfall! Lost Caverns Game 


€7<36@6@6 


Infinite Canteen Points (must have 


ay) <e Oyeee° 


Shrek 2 





Scrapbook, and enter <7? @© 
three times, then press APT. 
Then, choose to Exit the level, select 
OK, and go to Chapter Select. 


Unlock Bonus Games 

Hit ® and go to the Scrapbook. Enter 
<7 @O three times, then press 
@O@QOOO. Exit the page, exit 


the level, choose OK, and go to Bonus. 


Corvette 

Unlock All Courses 

Change Player 1 name to XOPENSEZ 
in the Options Menu. Your name will 
not change, but all the courses will be 
unlocked. 


Samurai Jack: The Shadow of Aku 
Codes entered during gameplay 


Unlock Crystal Sword 

Hold Left Stick y, the Right stick , 
and press ODO@@. 

Maximize and Fill Zen Meter 

Hold Left Stick €, the Right Stick >, 
and press O@@@. 








RENTALS DELIVERED 


CHOOSE FROM OVER 1,500 TITLES. 


- NO DUE DATES - NO LATE FEES + FREE SHIPPING 





* PlayStation.2 


ae BE 


PlayStation.2 


KeOx 


PR Gieatebiee. 


SF) GAMEFLY. 


CFO LANES 


Go to www.gamefly.com/promo 








Enter coupon code: 1PSM15 


Expires October 31, 2004 





€ GameShark Codes 








Strike Force Bowling 
[M] Must Be On 
94159FB2 1F3ED534 


PSM Exclusive Code! 
Insane Bowler 
24C5A6AC 52748109 
2451 BE36 966E892A 
24D5B688 5256119 
24D19168 10765794 
24909268 147447CC 


No Shots Used 
24D0B368 1674537C 


[M] Must Be On 
944534A6 153ECE7E 
24D0B6AA 0655C108 
24D0B628 1674C128 
24C1 A6BA 16768019 
24DAF60A 1675C138 
24D0B628 1674C188 
24D197E8 12F65550 


PSM Exclusive Code! 


Always Finish With Hat On 


24D5AEBO 53FE8181 
24D5B6A8 42F5C1A0 
24D9B6AE 86D4C199 
24D0B630 13E680B8 
24911128 BAF655FO 


Infinite Health 
24D0B6A8 8655C129 


Infinite Ammo 
24D033FA 8AD5071D 


Infinite Finishing Moves 
24D0B4BE 1A578188 
24DAF40A 1675C1A8 
24D0B4BC 9A578199 
2491326A 92764794 


Infinite Kill Time 
24D892A8 86F44756 


Infinite Item Usage 
249230C8 32F457E9 


Max Health 
24D1B6AA 1657C189 


Max Ammo 
24C1A4BA 16768009 
24DAF40A 1675C128 
24D1B4BC 1E578119 
24D1306A 12F64714 


Max Finishing Moves 
2450B7A8 9274C109 
24DAF70A 1675C128 
24D0B7BE 1A578119 
2491316C 12764714 


Max Power Glyphs 
2403DCC6 DC25DADA 


La Pucelle Tactics 


[M] Must Be On 
94801BE0 346602AE 


Infinite Prica 
24035DC6 DC25588E 


Prier Codes: Infinite HP 
2440B978 BCB401FE 


Prier Codes: Infinite SP 
2400BA78 BC34016E 


Prier Codes: Max HP 
2440B978 BCB401DE 


Prier Codes: Max SP 
2400BA78 BC34014E 


Prier Codes: Max Lv 
2440B978 BCB401EE 


Prier Codes: Max Atk 
2400BA78 BC34015E 


Prier Codes: Max Def 
2400BA78 BC34017E 


Prier Codes: Max Int 
2400BA78 BC3401CE 


Prier Codes: Max Spd 
2400BA78 BC3401EE 


Prier Codes: Max Hit 
2400BA78 BC3401DE 


Prier Codes: Max Res 
2400BA78 BC3401FE 


Syphon Filter: The Omega Strain 
[M] Must Be On 
94C5B2B4 1DB6CBF4 


Gain Ammo As You Fire 
24109688 12F455AD 


Infinite Armor 
2490B668 36F45158 


Infinite Ammo/Never Reload (All 
Weapons) 
24909628 16F455BC 


Max Ammo (All Weapons) 
244028F8 B874137F 
24503048 3C7C53CE 
24DA30EA B05653ED 


949033B0 BE665C02 


Infinite Health 
24D01528 1634470C 


Infinite Energy Level (All Slots) 
2492B1C8 14A44319 


Have Big Head 
05503729 14F4E738 
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Game Design & Developmen 
Bachelor of Science ™ 
Degree Program 


Associate of Science @ 
Beehclor of Science 


Degree tah 


, 


atole) me} i 


\@felssleleiu-jav-\alisat-hale)al 

> Digital Media 

> Entertainment Business 
Film 
Game Design & Development 
inictevelge|iale m4 a a) 


aon VsVal ed geolelUleydiola Ma Kolllais (el 


™800.226.7625 
fullsail.com 


If you're serious about your dream, 
we'll take your dream seriously. 


3300 University Boulevard 
Winter Park, FL 32792 
Financial aid available te thos ualify * Job placement aSSgtance 
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‘A Nine out of ten zombies agree: gamers’ brains just don’t have the zesty “zing” of non-gamers’ gray matter. 


RANDY’S TIP 
OF THE MONTH: 
“If you're ever asked 
to go on a super-secret 
sneaking mission for 
the U.S. government, 
don’t forget to take 
along plenty of men’s 
magazines featuring 
scantily clad women. 
Just leave ‘em lying 
around the base you're 
infiltrating, and the 
guards will pick ‘em 
up and start reading, 
cover to cover. This, 
despite the fact that 
they're guarding 

a robot capable 

of nuclear strikes, 
undetected, from 
anywhere in the world. 
Hey, guys got needs!” 


CHRIS 





ST, Sweetooinikt@anui.com 


Turn based strategies really irk me. It just 
ruins the violence. Before this | didn't 
think violence could be ruined! 

Nick Halland, Longmont, CO 


TalkBACK 


EACH MONTH we post a new question 


on our website at psmonline.com, and Reiends 


print: the best answers here in our Letters 
section. Give PSM a piece of your mind! 


My least favorite genre is a tie between 
Barbie and horror, but | guess they both 
have the same message... 

Nate J, Gilbert, AZ 


This Month’s Question: ‘What's your 
least favorite game genre and why?” 
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The horror genre, because one of my 

cousins made me play Silent Hill when | 
was small and it made pee all over my 
pants to the satisfaction of him and all 


Xavier Burgin, Birmingham, AL 


Puzzle games. They make my head hurt. 
Roberto Malina, Anaheim, CA 





A Can you guess which two lucky guys on the 
PSM staff have actually played a PSP? 





The Girl's Gotta Play... 
| just read a letter in the June issue by Laura 
Redinger. She brings up a very good point, about 
us female gamers. I'm 23 years old, and spend 
almost every bit of free time | can get playing 
videogames. But like her, I've noticed that most 
(notice | said most, not all) guys think that girls 
know absolutely nothing about videogames. | 
know that when | enter a gaming chat room, I'm 
almost always ignored because I'm a girl. In fact, 
the only reason anyone will even listen to a word 
| say, is because | often use a different username 
that doesn’t automatically point out I'm a girl. It’s 
fun to spew all my infinite Resident Evil wisdom at 
them, and then tell them I’m a girl. There'll be a 
whole minute there where no one says anything. 
| find it amusing. A lot of guys need to wake up to 
the fact that us girls are just as much into playing 
Devil May Cry and The Suffering as they are. And 
as much as it may hurt their pride, sometimes, 
just sometimes, we're better at a game then they 
are. Thank you for allowing me to rant. 

Audrey Tesch, adax484@hotmail.com 


You only need to go to E3 to see 
how spot-on you are, Audrey. There were 
just as many gals as guys playing the games 
this year, and it’s not just in a “my brother/ 
boyfriend/fiancee/husband dragged me 
along, so I’d better have some fun” way. 


| don't like fighting games. | get enough of 
that at home with my wife. 
James Morin, Chino, CA 


| don’t know if this is really considered a 
genre... but movie franchises have to be 
the worst. There are more crappy games 
than there are good ones. 

Niko Ketsilis, ON 








CRUNCHTIME 


Tempers flare and emotions run high in 
the PSM office as deadline nears! 


4 Eric takes his code checking very seriously. As 
Justin might agree, a little too seriously. 


4 We let Randy lament for a while after 
pointing out that his keyboard was unplugged. 


Pure sol 


A Bill says that editing Chris’ letter from the 
editor is one of his “favorite jobs each issue” 


4. When the going gets tough, Bill gets... hey! We 
only hope his bat aim is off when he gets back. 


| hate puzzle games because they have little 
action and make you think. 
Cole Cooper, Tucumcari, NM 


Racing. You start out with a crappy car, get 


last a few times, get some money, upgrade, 
get a half-crappy car and do it all over 
again, but with every turn memorized. 

Joey Xcalibure, Tillsonburg, ON 





Platform games. They're the same thing 
over and over again. Collect stuff, find and 
defeat the boss. 


There are also a lot more women on the 
development side of the game industry 
— I’m talking game directors, designers, 
and producers here — than most people 
would realize. 


Oh No, There Goes Tokyo! 

| just read a few days ago that there will be a 

new Godzilla game coming out soon, and it will 

be on the PS2. The game is called “Godzilla: 

Save The Earth” and it's said that it will include 

about 20 monsters. It was also stated that 

the game will come out later this year. | was 

wondering if you guys have heard anything about 

this, and if so, what info can you give me on it? 
ZF, zillafan@att.net 


You came to the right man, ZF. I’ve 
been hoping to write a full-blown preview 
of this one, but here’s a bit to whet your 
appetite. It’s the sequel to the fighting 
game Godzilla: Destroy All Monsters Melee, 
which came out for GameCube and Xbox a 
while back. It’ll have all the same monsters 
as the last one, plus a few more, like 
Mogera. Space Godzilla, Megaguiras, and 
Biollante. The fundamental fighting is the 
same, but there’s greater terrain variety 
now, and the story mode adds in some neat 
events: Godzilla swimming through the 
ocean and blasting mines and Ebirah with 
his breath, and a great space fight scene 
with Mogera, an asteroid field, and Space 
Godzilla. Oh, it’s online, too. Cool stuff. 


Eggs-acily 

Recently someone named Craig LePera sent in 
a letter to you concerning the PS2’s common 
breakdown in its ability to play PSone and PS2 
blue disc games. LePera mentions that others 
he knows have experienced the same problem, 
and believed that the PS2 was made shoddily. 
In turn, Randy merely scoffed the problem 
off, venturing that all mass made products will 
have some “bad eggs”. | think this is seriously 
underestimating the problem, which should not 
be ignored. |, as well as no less than ten of my 
friends, and fellow PS2 lovers, have encountered 
the same problem as LePera has. 


Marc Revis, Madison, WI 


NASCAR racing. Turning right is funner. 
The sports genre sucks! A burning baseball 
Player running around is so disappointing 
when you know it isn’t real... 


Amands Williams, Detroit, MI 


www.psmonline.com 


Sports games are as entertaining as 
watching paint dry. 


Genre? Are we French? Silly Gooses. 


Four out of the ten of my friends have even 
encountered problems so far as their PS2 not 
reading anything (movie, game, nor even music 
CD). This is far too common a problem with 
the PS2 and it should not be tolerated. While 
I'm not saying anyone should boycott or protest 
Sony (as they do have a stellar track record), | 
would venture to answer your monthly question 
of “What new or innovative features would you 
like the PlayStation 3 to have?” with this: quality 
of product, and guaranteed product lifespan. I'm 
sure that Sony will do everything it can to be 
certain this doesn’t happen again, but it still can’t 
be scoffed off as nothing. 

Jeff Sherman, sherO306@umn.edu 


There are “bad eggs” and there 
are machines that become unable to read 
various disc types due to dirt/dust, shock, 
etc. I didn’t say that the PS2 was a tank; it’s 
definitely susceptible to damage — maybe 
more so than Xbox or GameCube. I'd love 
to see some survey data of a large number 
of PS2 owners to get a real percentage of 
how many “systems gone bad” there are 
out there. 


Way Too Much Information! 
Not to sound like know-it-all jerk (too late), 
but “Der Wille zur Macht” means “The Will to 
Power” not “Make”. From the context (and a little 
knowledge of German), one can see that Macht 
is the noun, meaning Power or Might, not the 
verb, meaning to make. My guess is that JJ used 
a crappy online translator and forgot to capital- 
ize the noun. And while Freud has his points, 
nihilism could kick psychoanalysis’ ass any day; 
you just get better videogame conflict out of the 
meaning of life than “My daddy never hugged 
me? Anyway, I'd hate to see inaccurate informa- 
tion being propagated about a great game, a 
brilliant philosopher, and a language that adds 
a certain charm to videogames. (Man, | haven’t 
had this much fun since Einhander came out.) 
Jeff Conway, 
anaconphimerian@ameritech.net 


You know, | literally can’t think of 
anything to add to that except to explain to 


Michael Hipo, DeSoto, TX 





The PS2 is a mass-produced 
piece of electronics with all 
sorts of sensitive part inside. 
Never, ever shake your PS2! 


GAMES WE 
WANT TO SEE 


CHUG! ONLINE 

This revolutionary 

online game is all about 
chugging down, well, 
just about anything. Milk, 
soda, Alka-Seltzer... even 
gross stuff. The more 
you can chug, the higher 
your score. Players can 
place bets on how much 
they think you can chug. 
“10 gallons of tabasco 
sauce? He can never 

do that!” Well, it’s up 

to you to prove the 49 
other players wrong as 
they yell “Chug! Chug! 
Chug!” in your ear using 
USB headsets. Over time, 
you'll earn an online 
reputation and build up 
a tolerance to different 
liquids, so you have to 
keep trying new ones in 
order to win bigger bets. 


| HATE Final Fantasy games. Chocobos, 
overdramatic storylines, and “Oooh, you 
received a MAGICAL STICK!”. How come 


they keep making more if a final fantasy is 


Mitch H.,, Detroit, MI 


Frank Manzella, Chicago, IL 


supposed to be final? 


Joe Bagtas, Hamilton, NJ 


Anything to do with dance makes me cry. 
Rab Atkins, Fairless Hills, PA 
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DT 
HARDCORE 


| play games and sit. | do it a lot. It’s hard to 
first realize that your time is spent without 
much body activity and that you're barely 
breathing. I’m not trying to fight against 
videogames, it’s just that I'm a little worried. 
All those excellent games will take time... 
the same time our body is deteriorating. 
Then | think about you guys in the office 
and how it’s doing the same to you. Have 
you ever thought about this? What will you 
do? A treadmill while playing sounds okay. 
Brandon Barker, 
expressivename@aol.com 


I'm going to let you in ona 
secret, Brandon. All of those photos 
you see of us in the mag? They’re all 
fakes. We’ve spent so much time sitting 
and playing games that we’re actually 
just brains floating in pods that are 
wired up to our PS2s and keyboards. 
Sure, we might not be able to enjoy the 
same things non-”post humans” such 
as yourself can, but think about it: we 
never have to pause our games to take 
a bathroom break! 


any of you just joining us that we're talking 
about the subtitles to Namco’s Xenosaga 
games. Thanks, Jeff! 


Can't We All Just Get Along? 
Eric, | read all the interesting articles and tips 
given on FFX in the June issue. | was prompted 
to write when | read your response to the person 
in Letter of the Month. 
You said ‘Japanese players are defi- 
nitely nicer and more pleasant to play with 
than USS. players”. Let me state first that I'm 
a Grandmother. I’m not some yahoo that has 
a bone to pick. | also treat every single player 
with the utmost respect, just as | do in real life. | 
would also like to state that | am glad you've had 
pleasant experiences with our Japanese friends. 
On the other hand, | have had horrendous 
experiences. | have been sworn at in very good 
English, monsters trained on me that killed me, 


me a whip, which she expects me to use when 
“the gettins’ good’ Now | have no problem with 
this, but she gets antsy and tells me to go for a longer 


Anz playing Castlevania: LOI, my girlfriend bought 







Liar, liar, 
pants 
on fire... 
OOPS/ 


geeks? We really wanna know! 


combo. Long story short, I'm starting to look like Hellboy 


with the increased muscle mass in my right arm. Should 


| switch arms or become a superhero/villain? 


Justin Callahan, jackalodeath@yshoo.com 


BILL You know, Justin, there’s only one thing | hate 
more than a liar and that’s two liars. So why don’t 
you just come clean for the benefit of all our readers? 





Why are the girls in the games usually hotter than regu- 
lar girls in reality? Me and my friend are obsessed with 
this! Do you think we're nuts or are we just total gamer 


Dante, Crashster10@aol.com 


BILL Dante, you have to actually know some real 


girls before you and your friend (whom I suspect just 


might be ol’ Justin Callahan over there... ) can figure 


out whether or not real women are hotter than game 


Why don’t you admit that you really don’t have a 


“girlfriend” and that “whip” isn’t the real reason one 
of your arms is getting bigger than the other? By the 


way, your Mom found your magazines... 


and had racist remarks said to me because I'm 
an American. | have had Japanese players in my 
party up and disband during a fight, say “Stupid 
Americans”, and kill off most of the party by 
doing so. So when | average out the Japanese 
encounters with the American encounters, | have 
had MANY more pleasant experiences with U.S. 
players than with those in Japan. Now it might 
just be my server or maybe I’m a jerk magnet, 
but it gets old having U.S. players put down so 
often, and now you perpetuate that stereotype 
in a well read magazine. PSM is one of the most 
anticipated in my household and | have to say 
that your comment REALLY disappointed me. 
My personal opinion is that we all are 

gamers living under the same sky on the same 
blue ball and we ALL need to get along with one 
another. So lets stop pointing our fingers at one 
section of people over another and just say that 
you'll run into some jerks, but there are a lot of 
nice people to make up for that! 

Cheryl, harleydragonlady@wi.rr.com 


Okay, don’t you think it’s just a little 
bit ironic that you managed to take offense 
at a letter that was all about tolerance? 
Anyhow, I’m sorry you haven’t had good 
luck with foreign players. There are bad 
apples in every barrel, to be sure, but as 


much as it troubles me to admit it, my 
experience still dictates that the Japanese 
are as a whole, more polite than we. 
Ultimately though, | agree wholeheart- 
edly with your point that we all need to 
get along. Again, this was the point of 
my original reply. My observation was 
not meant as an insult, but as a call to 
hold ourselves up to higher standards of 
behavior. That goes out to all of us, every 
gamer out there, regardless of culture, 
heritage, or address. 


Kick Ass Costs 
How much does it actually cost to make a 
game? | do appreciate all the money companies 
put in to bring us hours of enjoyment. | quietly 
thank every person when the final credits roll. 
Gavin Lock, gavin_lock@hotmail.com 


It all comes down to what. kind 
of game is being made. Remember the 
game Devil Dice? It started as a homebrew 
project for Sony’s Net Yarouze. Then there 
are games like Final Fantasy that look 
like a million bucks because they literally 
cost that much. FYI, the first Shenmue on 
Dreamcast is one of the most expensive 
games ever made, costing $50-70 million! 


characters. Trust me, they are! Did 1 mention that 
Justin told his Mom that all those mags she found 
were yours, so she called your Mom? 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@futurenetworkusa.com, with 
“800-LB. Gorilla” in the Subject Line. 





Videogames 
That Sound Like 
Restaurant 
Names 


LA PUCELLE 
{Don't order the escargot or 
you'll get Disgaes) 


GRAN TURISMO 
{Over 500 customizeable 
dishes on the menul} 


PRINCE OF PERSIA 
{Great falafels, refreshing 
water, and stunning acrobats} 


ONIMUSHA 

(Fabulous French-Japanese 
fusion cuisine with locetions in 
Paris and Tokyo) 


SILENT HILL 
{An intimate dining experience 
with a stunning view) 


SONIC 
(The fastest drive-through 
ever plus it’s a real placel} 


ROADKILL 
{You kill it, they grill iH] 


THE SUFFERING 
{Recently closed by the FDA} 


| am really getting sick of the “Extreme 
Sports” genre. What's next? Martha 
Stewart's Pro Jailhouse Decorating? 


Joel Smith, Santa Ana, CA 


| don't like the Eyetoy... if that’s even a 
genre. | look like an idiot and my family 


stares at me. 
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Chris West, Walnut, CA 


| dislike FPSs. It’s ridiculously repetitive and 
much more difficult to maneuver. Besides 
that, | enjoy being able to see what's going 
on around my character at all times. 

Wyatt Kirby, OR 


Outside games, like football and stuff. The 
sun gets in my eyes! 
Kurtis Stalnaker, Camas, WA 
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RPGs. If | wanted to talk to people all day, 
Id stop playing videogames and go find 
some friends. 

Matt Bennelt, Anaheim, CA 


Adventure games are the worst. When col- 
lecting all the items, you end up using two 
or three trying to get one. 

Chris Diaz, Jamaica, NY 





Horror games! Too many pairs of stained 
underwear. 
Anthany Tumpson, Atlanta, GA 


Final Fantasy. \t’s turn-based and that sucks, 
and it gets blurry before every battle, and 
you're looking for crystals. Sounds like this 
game was made for stoners... 

Paul Diischer, Pocahontas, IA 
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Three times the Character Edi 


: Untroducing the next phase i in the Dynasty Warriors 4 saga. The warriors 
return with more epic battles and scenarios, devastating Musou attacks, 

and new modes of play. Dynasty Warriors 4 Empires will rewrite the rules 
L of Tactical Action! This time, the empire JL build will be your own! 
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Powerful new Charge attacks afd abilities a soe gs 


September $29.99 New VS Challenge Mode and Tactics Gist ai 


@ Bonus Archives with rare Dynasty Warriors artwork 
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FIGHT FOR HONOR 


Experience life as a Samurai in 
icclUre rel felorclanrctare fl occttd(om (onc on tare 


once peaceful town of Amahara. 
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